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Welcome dear readers to Issue #4 of the World of Warcraft Community Magazine. It’s been ten amazing years In 


Azeroth together and with the release of the Warlords of Draenor, we hope you are having as much fun as we are! 


This issue has got some familiar features returning with The Lore-Down looking into the newest 


Warlords we are facing and the battle pet guide on how to utilize the WoW online community. 
We've also got lots of new articles this month: a look at how mechanics within the game 
have changed over the years, a guide to the new feature In-game: garrisons, and for the 

roleplayers among us, check out our newest feature: Community Spotlight. 
With the new content finally in our hands, we've covered the 10th Anniversary Molten Core Raid 
as well as the new loot systems. Check out the zone overviews in Adventuring into Draenor and 


the Rise of the Horde book review. We really hope you'll enjoy each and every page! 


Thanks for reading and we'll see you next issue for Winter Veil and more on Warlords! 
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WE'RE HIRING! 


Do you appreciate alliteration? Marvel at a well- 
placed metaphor? Do you enjoy the therapeutic 
effect of finger hitting keyboard as the words 
magically transfer from mind to screen? We're 
looking for enthusiastic writers to join our 
team here at the World of Warcraft Community 
mag, so If you love WoW and would like to 
be involved, dont hesitate to contact us! 


We're also looking for talented artists to fill our 
pages with artwork. So If art is more your thing 
and you d like your credited work showcased to the 
entire community then let us know! Were looking for 
anything from realistic work to cartoons, comics or 
sketches, so whatever your forte, we're interested. 


To apply for a writer or artist position with us 
please contact us with why you d like to join and a 
Sample of your work - wowldgameonmag.com 
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A HISTORY OF THE 
CONFLICT BETWEEN 
ORCS AND HUMANS: 

20 YEARS IN THE 
MAKING - PART I 


By Luke Grimish 


20 years have passed now since the introduction of Orcs and Humans in the world of 


Blizzard gaming; from Warcraft 1 to the newly released Warlords of Draenor. 


sterian Bluecloak, 

je of Silvermoon, 
here displays his inquiry, so 
that the achievements of the 
denizens of Azeroth - some 
by Orcs, and some by the race 
of Humans - may not become 
forgotten in time, and great 
and marvelous deeds may 
not be without their glory; and 
especially to show why these two 
peoples fought with each other. 

With the march of time, it has 
become apparent that these two 
races have weaved the skeins 
of Fate into a tapestry of their 
own design. For good or ill, Orcs 
and Humans, and their many 
quarrels, have been instrumental 
in shaping Azeroth’s destiny. 
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THE FIRST WAR 


It is strange to look back upon 
the first meeting of man and orc. 
Their achievements today are 
so enormous, their conflict so 
destructive, that the First War 


seems like only the movement of 


that Is lost to the ages. My own 
race records the First War only as 
rumors of a troll uprising in the far 
south (an understandable mistake, 
given the green skin and tusks 
shared by orc and troll}. We must, 
then, rely on the account of two 


giants who scrawled their names 


“PROBABLY IT WAS SOME 
POOR SWAMP FISHERMAN 
WHO FIRST ENCOUNTERED. 
THE HORROR OF THE ORCS 


little tin Grunts and Footmen across 


a game-board. When did these two 


races first meet? Evidence is scarce. 


Probably it was some poor swamp 
fisherman who first encountered 


the horror of the orcs, though 


across the history of Stormwind 
in a bloody red hand; Lord Anduin 
Lothar and Garona Halforcen. 

Of the former, | need write no 
introduction. Lord Lothar tells us 


that the coming of the orcs was 
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preceded by unnatural phenomena; 
crops failing, children taking ill 

and unseasonable cold. According 
to Lothar, the first clash between 
orc and man came during the First 
Siege of Stormwind, when the 
King’s Guard were overrun. The 
orcs, unused to the thunderous 
charge of a fully mounted knight, 
were repelled, but not destroyed. 

Lord Lothar’s history devotes a 
great deal of time to the 40 years 
before the First War, in particular 
the story of the Magus known as 
Medivh. History is unclear on this 
issue, but it is my understanding 
that this human was responsible for 
constructing the Dark Portal which 
ushered the orcs into our world. 

It is recounted in the annals of 
Stormwind that the orcs engaged 
in frequent raids and skirmishes 
on the outskirts of the Kingdom 


of Azeroth until they united 
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beneath the banner of a powerful 
chieftain known as Blackhand. 

Our second source, Garona, 
called Halforcen, confirms this. For 
some time It was believed that she 
was half human; however, this is 
impossible, as the orcs were not on 
Azeroth long enough for the child of 
a human and orc to mature into a 
woman. It is more likely that she is 
the product of a union between orc 
and draenei {on such a confusion 


of the two races, my opinion Is this: 


reached us only through a chance 


discovery by adventurers in the 
libraries of Karazhan, and is an 
immensely important source for 
understanding the War, as Garona 
is one of the few orcs educated 
enough in the art of writing to 
leave us arecorded account. As an 
important figure in the hierarchy of 
the Shadow Council, her voice here 
is invaluable. Garona writes that 
the first contact between human 


and orc was on a modest grain 


“FOR SOME TIME IT WAS 
BELIEVED THAT SHE WAS 
HALF HUMAN: HOWEVER, 

THIS IS IMPOSSIBLE 


that in their tongue, the orcs may 
have referred to both draenei and 
humans with a catch-all word which 
denoted an ‘enemy’ or ‘weakling’). 


Garona’s account of the war has 


farm. Bafflingly, she claims that the 
First War began some fifteen years 
after the First Siege of Stormwind, 
a lapse in the comprehension of 


time that | can only attribute to 


some astrological difference in 
Azeroth and Draenor’s calendars. 
Nevertheless, Garona states 
that the first meeting between orc 
and human did much to illustrate 
the disorganization of the orcs in 
the face of the regimented order 


of Stormwind’s knights. This is a 


mistake that the Horde would never 


make again. It was during the First 
War that orcs and humans would 
gain the measure of each other, 
ushering in the Age of Chaos, an 
era that both races would stand 
astride like blood-soaked Titans. 
Stormwind, of course, famously 
fell to the orcs, and King Wrynn 
to the assassin Garona, but only 
after the villages of Sunnydale, 
Grand Hamlet (now Darkshire) and 
the twin cities of Goldshire and 


Moonbrook cut off any lifeline to 


the king's encircled fortress. | have 

visited the bandit-haunted ruins 

of Moonbrook myself; the town’s 

remains stand as an eerie testament 

to the horrors of the First War. 
Blackhand would prove to be a 

puppet of Gul'dan’s Shadow Council. 

Behind the Council was a force 

that would make the war between 

man and orc seem like the trivial 


squabbling of minor border-barons: 
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the Burning Legion. Much is left 
unanswered by the scant sources 
left to us by those who fought in 
this war of first contact; were the 
orcs simply conquerors, eager to 
seek out new territory and booty, 
or were they desperate refugees 
from a dying world, misguided by 
agents of the Legion? It matters 
not; orcs and humans would 


remain enemies forevermore. 
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THE SECOND WAR 


Our account of the origins of 
this war, comes, of all places, from 
Magna Aegwyn, the mother of 
Medivh and Matriarch of Tirisfal. It 


is no coincidence that the mother 


of the man responsible for the orcs’ 


entry into Azeroth would record 
this history to serve as a loophole 
in her oath as Guardian to never 
interfere in the affairs of men. 


The Magna writes that after the 
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orcs razed Stormwind to the ground, 


Lord Lothar led a desperate exodus 
of his people to Stormwind’s sister 
kingdom in the North: Lordaeron. 

It was there, with the aid of King 
Terenas, that Lothar would convince 
the seven great kingdoms of the 
North to unite under his military 
leadership. There was some debate, 
but most of the human lords 

were eager to unite; the coastal 
empire of Kul Tiras was already 
ravaged by orcish raids, and Thoras 


Trollbane of Stromgarde needed no 


encouragement to enter glorious 
battle. Menaced by the orcs, the 
dwarves of Khaz Modan, and their 
allies, the Gnomes, emerged 
from their deep halls to join this 
union of nations. The Elves, bound 
by an ancient oath made to the 
Arathi, extracted by Lothar, the 
last scion of that bloodline, leant 
their peerless rangers in support. 
It was during this time that the 
Clerics of Northshire, decimated 
by the First War, decided to clad 
themselves In righteous armor and 
take up weapons in the defense 
of the Holy Light, leading to the 
formation of the Order of the Silver 
Hand and the first paladins. 

It is here that | must stress to 
the reader the auspiciousness 
of this newly-born Alliance. Had 
the threat of the orcs not shaken 
them so, these four races would 
never have put aside their ill-bred 
prejudices and formed the powerful 
threat to numerous forces of worldly 
destruction that they do now. As 
unpopular as this opinion has been 
with my fellow scholars in Dalaran 
and Stormwind, it is the misery and 
horror bred by the Horde that has 
allowed our world to stand against 
the darkness time and time again. 
Had we not united against this 


foe, we surely would have fallen 
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countless times to the petty games found death at the hands of crazed and there destroyed it. 

of kingdoms, or the machinations demons. Doomhammer was The broken orcs were rounded 

of dragon, demon or aberration. forced to respond, and engaged up and placed into internment 
Alarmingly, the Orcs would the renegade clans to force them camps. Khadgar, Medivh's 

not fight this war without allies back into the fold. This would cost apprentice, convinced the Alliance 

of theirThe account reveals all them the War. Lothar heroically high command to build the fortress 

manner of atrocities: that the rallied the Alliance and pushed the of Nethergarde to watch over 

Shadow Council was massacred by Horde south, trapping them at the the ruins of the Dark Portal. 

Doomhammer in an opportunistic seat of their power in Blackrock 

strike after the puppet Blackhand’s Spire. Although Lothar fell, the BETWEEN THE WARS 

death; that Gul'dan feigned loyalty paladin Turalyon took up the 

to the Warchief only to save his skin charge and pushed the scattered It is here that | must posit one 

and that the nightmarish Death orc clans back to the Portal, of the great unanswered questions 


Knights that proved so fearsome 
in the Second War were the souls 
of Orcish warlocks bound in the 
bodies of fallen human knights. 

Most importantly, Gul'dan 
reveals his true motivation for 
leading the Horde to Azeroth: 
the attainment of godhood by 
reaching the Tomb of Sargeras. 

| need not mention how Guldan’s 
lust for power would ruin the 
Horde’s chances of utter supremacy 
over the Alliance of Lordaeron: 
when the Horde was ready to tear 
down the walls of Lordaeron’s 
capital, the warlock ordered his 
renegade clans to break away from 
the siege in the hopes of raising the 
Tomb of Sargeras from its watery 
grave. There the warlock did not 


find the immortality promised by 


his Legion masters. Instead, he 
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of history: why, when they had 
the chance, did the Alliance not 
slaughter the Horde prisoners 
and be done with the threat of the 
orcs forever? Was It mercy that 
stayed their hand; their faith in the 
Light; or the need for slaves (long 
outlawed in their own kingdoms) 
to build the roads and fortresses 
necessary to link the nations of 
Alliance to one another? We may 
never know, but It is tempting to 
see Fate’s hand at work here. It 
was their displeasure with this 


decision that drove Gilneas and 
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Stromgarde from the union of the 
Alliance before the Third War, with 
Silvermoon quickly following suit. 
At this point in our narrative, 
our sources become hazy. | am 
forced to rely on the dubious 
oral histories kept by the furtive 
Farseers of Orgrimmar, whose 
verses | heard uttered only briefly 
during my adventure in Orgrimmar. 
No less dubious are the works 
of Brann Bronzebeard. While 
historians owe much to his work, 
his inquiries often strain credulity 


(he once suggested that gnomes 


i = q i Fi Sn 
el jf ) 
j 


were sophisticated clockwork toys] 


and the works attributed to him 
are of doubtful authorship. They 
are full of inconsistencies and 
contradictions, and apart from a 
select group of writings, should 
be avoided by serious historians. 
Of Ner’zhul’s madness | will 
speak only briefly. After the Second 
War, the Orc chieftain united the 
‘old clans’ of Draenor. There, he 
opened many portals in the hopes 
of conquering many worlds. Though 
this conflict was but brief, Orcs and 


Humans lost much: Stormwind 


some of her greatest heroes, such 
as Khadgar and Turalyon, and the 
orcs their entire home-world. After 
Khadgar and his party gave their 
lives to destroy the portal from 
the Draenor side, the Warsong 
clan found themselves stranded 
in Azeroth, living on the outskirts 
of human civilization. Although 
humble in origin, this clan would 
change the history of two worlds 
forever. The Warsong frequently 
raided the Orcish internment camps, 
where they would attempt to rouse 
them into rebellion, only to find 
them in an unnatural, sorcerous 
lethargy, an unforeseen side-effect 
of their reliance on fel magic. 

It is also during this time that we 
find the first stirrings of friendship 


between humanity and orc-kind. The 


bards still sing of the tragic bond 
between the Paladin Tyrion Fordring 
and the Orc Eitrigg, or the beautiful 
Taretha and the noble Thrall. 

At least, we name that most 
famous of Orcs. Thrall was born 
on Azeroth to exiled Frostwolf 
parents, orphaned by the murderous 
schemes of Gul'dan. He was raised 
by an infamous Alliance officer 
known as Aedelas Blackmoore, who 
reared the Orc with the intention of 
molding him into a great warchief 
under his power-hungry thumb. 
Blackmoore would never live to 
the see just how successful he had 
been in his efforts to make Thrall 
a great leader. Thrall stands as the 
Horde’s greatest reformer, turning 
the orcs away from their demonic 


slavery and unbridled savagery, 
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back to the peaceful shamanic 
practices of their ancestors. 
Where Blackhand embodied 
the bloodlust and madness of 
the new orc, Thrall embodied 
the rough nobility of the old. 

Along with Jaina Proudmoore, 
Thrall was instrumental in keeping 
the peace between the Alliance and 
the Horde after the Third War, but, as 
we shall see, was also instrumental 
in destroying it. It is here that | feel | 
should rest my quill. Take a moment, 
reader, to reflect upon the years of 
animosity which the relationship 
between Human and Orc is built 
upon. It will only serve to make the 
developments of the next chapter in 


our tale even more astounding. m 


By Luke Grimish 


} 
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A BEGINNER'S GUIDE TO 
STARTING WOW 


By Andrew Spalding 


World of Warcraft has been around for a long, long time. Because of 


this, we forget that the game is still new to many people. 


N ot everyone started playing 
the game ten years ago 


in Vanilla, and we tend to forget 
about this. So this Is for you, 
New Player. This is so that you 
can learn a few things that will 
help you to start playing a game 
that has caught the attention 
and love of millions of others. 
Here is a quick overview of the 
various different races, classes, 
and professions as wellasa 


few helpful tips for jumping tn. 


RACES 
HUMANS 
Humans, under the command 
of King Varian Wrynn, are 
the leaders of the Alliance. 


They strive for honor and 


justice and hold resilient, 
even through the hardest of 
times. Through plagues and 
diseases, both the races of 
the Forsaken and the Worgen 


have arisen from humanity. 


DWARVES 

The Dwarves are a proud 
race of metalworkers, gryphon 
riders and drinkers. They may 
be short in stature, but they are 
very strong, and one would do 


well not to look down on them. 


NIGHT ELVES 

Night Elves are an immortal 
race that once worshipped the 
magic from the Well of Eternity. A 
sect of Night Elves grew instead 


to love the forests and learned 


Druidism from the demi-god 
Cenarius. The rest, after the 

War of the Ancients and the 
destruction of the Well of Eternity, 
became the sea-dwelling race 


of the Naga or the Blood Elves. 


GNOMES 

Gnomes are the smallest 
race of Azeroth and one without 
a true home. After the Troggs 
invaded Gnomeregan, the 
Gnomes had to evacuate to 
survive. They were only able 
to take back parts of the home 
that was once theirs. Gnomes 
are inventive engineers whose 
experiments may not always 
have the desired outcome, but an 


interesting one no matter what. 
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DRAENEI 

The Draenei are what is left 
of the uncorrupted Eredar. 
Originating on Argus, the Eredar 
became corrupted by the power 
of Sargeras, who was once a 
Titan before his fall, with only 
the followers of the Prophet 
Velen escaping unchanged. 
The Draenei joined the Alliance 
during the events of The Burning 


Crusade and were the first to 


bring Shamanism to the Alliance. 


WORGEN 

The Worgen were once the 
humans of the Kingdom of 
Gilneas. After the Curse of the 
Worgen had spread to Gilneas, 
the Night Elves created a partial 
cure, allowing the cursed to 
retain their sanity, even if they 


could not stay human forever. 


HORDE 

ORCS 

The Orcs are a war-faring 
race hailing from Draenor and 
tearing their way across Azeroth. 
Orcs find honor in victory, and 
the various clans often fight 
among each other in pursuit of 
this honor. After the betrayal 
of the Orcs by Gul dan, they fell 


into demonic enslavement until 


they were freed by Thrall of 


the Frostwolf Clan, who would 
go on to become the warchief 


of the newly-created Horde. 


TAUREN 

The Tauren are a nomadic, 
bovine-humanoid race who has 
recently settled in the area of 
Mulgore. They are close to nature 
and are both prolific shamans 


and druids. While Tauren are 
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typically a pacifist race, they are 


fearful warriors when angered. 


TROLLS 

Unlike the more savage tribes 
of Trolls, the Darkspear Trolls 
of the Horde have learned the 
virtue in peace and comradery. 
Their leader, Voljin, has taken 
over the mantle of Warchief now 
that Garrosh has been defeated 


by the heroes of Azeroth. 
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GOBLINS 

The Goblins were once 
enslaved by a race of jungle trolls 
on their home island of Kezan, 
but eventually broke free from 
their bonds. Despite this fact, 
the Goblins still joined the Horde 
as they saw it has their most 
profitable alliance. Under the 
authority of Trade Prince Gallywix, 
Goblins are innovative engineers 
and alchemists who always 
know how to turn the greatest 


profit from their situations. 


NEUTRAL 
PANDAREN 
The Pandaren are a peaceful 
race of panda-like humanoids. 
Once enslaved by the monstrous 


Mogu, the Pandaren perfected 


a form of unarmed combat in 


which to start their revolution 


from. They are the only race 


UNDEAD BLOOD ELVES in the game that can choose 
The Forsaken are a group of The Blood Elves are what is left which faction they want to join, 

cursed Individuals, raised from of the High Elves, the elves that and typically do so at level 10. 

the dead by either the Lich King followed Azshara in the overuse 

or the Val’kyr to follow the orders of the Well of Eternity. They CLASS ES 

of the Banshee Queen Sylvanas. created a second well of magic, DEATH KNIGHT 

They were once Humans of the known as the Sunwell, from a vial Roles: Tank, Melee DPS 

Kingdom of Lordaeron, but have of liquid from the original Well Death Knights, commonly 

since returned to the world of the of Eternity, around which they called DKs, use undead 

living to fight for their Dark Lady. centered their society before it monstrosities and diseases 


became tainted by The Lich King. along with their huge weapons, 
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or possibly dual-wielding one- 
handers as Frost, to cleave huge 
mobs of enemies to the ground. 
DKs have a unique resource 
system which uses runes and 
runic power, where the use of 
runes generates runic power 

to use on other abilities. Asa 
tank, DKs are unique in that they 
do not use a Shield for bonus 
armor, but instead have a wide 
array of defensive abilities that 
can either be used proactively 
to reduce damage taken, or 


reactively to heal after the fact. 


DRUID 
Roles: Tank, Healer, 
Melee DPS, Ranged DPS 


Druids become one with 


nature and have the ability to 
shapeshift into various different 
animal forms. They are the 
only class that have four talent 
specializations and can be any 
of the four primary roles. The 
different specializations all 

use different resources, and 
almost anyone can find a play 


style that they like as a Druid. 


HUNTER 

Roles: Ranged DPS 

Hunters use ranged 
weapons and traps to fight their 
enemies. They can tame the 
beasts of Azeroth to fight with 
them and provide the Hunter 


with added abilities such asa 


combat resurrection or raid 
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buffs. Hunters, while ranged 
attackers, have almost exclusively 
instant-cast abilities. Their 
resource, Focus, is similar to 
Energy used by Rogues, Monks, 
and Feral Druids in that it is a 

fast recharging resource with 


a low maximum amount. 


MAGE 

Roles: Ranged DPS 

Mages are masters of the arts 
of magic and use a combination 
of fire, ice and arcane to destroy 
their enemies. As a magic user, 
most of their abilities require a 
cast time, but then cause large 
amounts of damage. Asa Frost 
Mage, they control a water 


elemental to fight alongside them. 


all 
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MONK 

Roles: lank, Healer, Melee DPS 

Monks are masters of the 
martial arts who use Chi and 
weaponless attacks to empower 
their abilities. This is not to say 
that they do not use weapons at 
all though. As a Tank or DPS, 
Monks use Energy for quick 
bursts of damage and threat 
control. As a Healer, Monks 
instead use Mana to keep 


their team members alive. 


PALADIN 

Roles: lank, Healer, Melee DPS 

Paladins are warriors of the 
Holy Light. They use the Light to 
smite down their foes and protect 
the people around them. Asa 
Tank or Healer, Paladins use a 
one-hander and a shield, but as 


a DPS, they use a two-hander. 


PRIEST 

Roles: Healer, Ranged DPS 

Priests use holy magic to 
aid and protect their allies as 
well as shadow magic to strike 
down those who oppose them. 
Priests are the only class in 
the game with two different 
healing specializations, one 
for proactive shielding and 


healing over time, and the other 
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with reactive healing of large 


amounts of damage at once. 


ROGUE 

Roles: Melee DPS 

Rogues use the shadows 
to hide from their enemies 
before striking for huge bursts 


of damage. They use poisons 


to enhance their weapons, 


making even the low damage of 


a dagger extremely formidable. 


SHAMAN 

Roles: Healer, Melee 
DPS, Ranged DPS 

Shamans channel the elements 
through totems placed on the 
ground to aid in their fights. The 


elements can be used to either 


empower the Shaman’s weapons, 
aid the Shaman in protecting 
allies, or are cast by the Shaman 
from a distance to finish the 


fight before it can even begin. 


WARLOCK 

Roles: Ranged DPS 

Warlocks are masters over 
demons as well as shadow 
and fire magic. They can call 
forth powerful demons to 
fight alongside them as they 
destroy their enemies with 


great and horrific magic. 


WARRIOR 
Roles: lank, Melee DPS 
Warriors are the typical 
barbarian class. They bash 
enemies to death with massive 


weapons and absorb huge 


amounts of damage with their 
heavy plate armor. As a tank, they 
use a one-hander and a shield 


to protect their team members. 


PRIMARY 
PROFESSIONS 


Characters can pick two 
primary professions, typically 
one gathering profession (Mining, 
Skinning or Herbalism) and one 
production profession, although 
you are free to pick whatever you 
like. Gathering professions allow 
you to gather resources from the 
world around you and production 
professions allow you to craft 


items to aid you and your allies. 


MINING 


Mining allows you to gather 
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ore and minerals from veins 
around Azeroth to be made 


into armor and weapons. 


SKINNING 
Skinning allows you to skin 
the bodies of beasts to gather 


leather to be made into armor. 


HERBALISM 
Herbalism allows you to gather 
plants from around Azeroth to 


be made into potions or glyphs. 


ALCHEMY 

Alchemy uses plants gathered 
from Herbalism to make potions, 
elixirs and flasks to aid the maker 
and his or her allies as well as 
transmute elements, metal and 


gems into different materials. 
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BLACKSMITHING 
Blacksmithing allows the 
crafter to make powerful 


weapons and armor. 


ENGINEERING 

Engineering allows the user 
to make interesting inventions 
such as a Repair-bot or a 


glider to attach to your cloak. 


ENCHANTING 
Enchanting puts buffs 
on the weapons and armor 


of you and your allies. 


INSCRIPTION 

Scribes make glyphs 
which change the way In 
which abilities work or add 


cosmetic abilities or effects. 


JEWELCRAFTING 
Jewelcrafters make gems 
from minerals that can be put 


in armor and weapon sockets. 


LEATHERWORKING 
Leatherworkers make leather 


armor and armor modifications. 


TAILORING 


Tailors make cloth armor 


as well as bags to increase 


‘ 
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carrying capacity. 


SECONDARY 


PROFESSIONS 


Characters can have all 


four secondary professions, 


although Archaeology requires 


you to be level 20 to acquire. 
Here is a quick overview 


of the different secondary 


professions and what they do. 


ARCHAEOLOGY 
Archaeology allows you 
to go to dig sites and find 


fossils from the past. 


COOKING 

Cooking allows you to turn 
raw meats into meals that 
can increase your health 
while you eat it and provide a 
Well Fed buff after eating for 


a certain amount of time. 


FISHING 


Fishing allows you to fish 


some fish from some fish pools 


so that you can have some raw 


fish to make Into cooked fish 


that you can eat. Fish fish fish. 


FIRST AID 


First Aid allows you to make 


bandages that can heal you 


or your allies over time. 


Finally, | would like to give 
you some helpful tips to help 
you know what Is going on 


in this massive game. 


FIND A GUILD 

| know this is said constantly, 
but seriously. Find a guild. 
An MMO without any sort of 
social aspect can be incredibly 
boring. Alternatively, having 
people to play with makes these 
kind of games some of the 


most fun you will ever have. 


TRY ALL THE CLASSES 

| have laid out a general idea 
of the classes here, but it helps 
to actually play it for yourself to 
really get the feel of a class. 

Press buttons. | don’t mean to 
just face-roll everything (although 
you can actually do well with 
some classes by just face-rolling). 
Mess with the different keys to 
see what they do outside of battle. 
For the most part, things like your 
map or your spell book are found 
through the key that corresponds 
with the first letter of the word 
(Map is M, but Spell Book is P 
since S is the default key for 
backwards motion). It is also 
a good idea to go into your key 


bindings to find things that you 
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didn't know about or to customize 


your controls to your liking. 


HAVE FUN 

| know that sounds clichéd, 
but the game is huge and there 
is something fun for just about 
everyone somewhere In the 
game. Hardcore raiding might 
not be your thing. Maybe you 
really like fishing and don't want 
to bother with anything else. You 
should note that you can’t max 
out your fishing skill at level 5, 
so if you really want to just fish 
all day you should probably level 
up some, but then you go and 
fish your heart out. So find what 
aspect of the game you enjoy 


and go enjoy the crap out of it. 


EXPLORE! 

Every WoW player talks about 
their first few new experiences 
with excitement in their eyes. The 
first time they saw a new place, 
got into a place they shouldn't 
have or ran across a monster too 
hard to kill. You are experiencing 
the envy of every veteran out 
there. So slow down, and enjoy 
the sights and every crazy 
adventure that will turn into your 
own “Big Fish” story someday. m 


By Andrew Spalding 
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By Andrew Spalding 


As you make your way through Draenor, you will come across many 


different parts of the world that you may not know much about. 


his could be cities, 
bee landmarks, or 
even just interesting areas. | 
will be skipping over Tanaan 
Jungle and going straight into 
Frostfire Ridge and Shadowmoon 


Valley since the Jungle is such 


a short intro experience. 


FROSTFIRE RIDGE 
Frostfire Ridge is the home of 
the Frostwolf and Thunderlord 
Orcs as well as the Bladespire 
and Bloodmaul Ogres. The 
lron Horde has placed outposts 


here for utilizing the mines 
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and creating siege weapons. 

e Wor’gol translates from 
Orcish to Wolf Home, and 
is the home village of 
the Frostwolf clan. The 
Frostwolves, once led by 
Garad, fought endlessly 
with the Thunderlord 
Clan for supremacy in 
Frostfire. Garad had three 
sons, Fenris, Ga'nar, and 
Durotan. During his youth, 
Fenris left Wor’gol to join 
the Thunderlords, never 
to be seen again by his 


father. Instead of making 


the second son, Ga'nar, 
chieftain, Garad chose to 
name Durotan as his heir. 
Bladespire Fortress is 

the base of operations 

for the Bladespire Ogres 

of Frostfire Ridge, led by 
Gorr'thog. The Frostwolf 
Orcs will go on to take the 
fortress for their own. This 
area was originally going to 
be the main Horde hub city 
in Warlords of Draenor (with 
Karabor as the Alliance 
equivalent), but this was 


scrapped during beta in 


favor of having the hubs 
on the island of Ashran. 
Grom’gar is the home of 
the Thunderlord Clan and 
made from the remains of 
an earth giant. The earth 
giants of Draenor were 
hunted to extinction by the 
Thunderlords, but their 
descendents, the magnaron, 
gronn, ogron, and ogres 


still reside in Draenor. 


SHADOWMOON VALLEY 
Shadowmoon Valley is the 
home of the Shadowmoon 

Clan of Orcs and a large part 

of Draenei society where 

most of their leaders reside. 

e The Temple of Karabor is 
the most holy site in Draene! 
society and where Prophet 
Velen, the leader of the 
Draenei, lives. This temple 
would go on to become the 


Black Temple, where the 
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heroes of Azeroth fought 
against Illidan during 

the Burning Crusade, 

after the shattering of 
Draenor. Karabor, similar 
to Bladespire Fortress, was 
originally planned to be the 
Alliance hub city before the 
idea was Scrapped and it 
was placed in Ashran. 
Elodor is the home of the 
Council of Exarchs, who lead 


the Draenei under Prophet 
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Velen. After the shattering 
of Draenor, what is left of 
Elodor becomes the Altar 
of Sha'tar where the Aldor 
face off against the Illidari. 
e Socrethar’s forces reside 
here at the former Shrine 
of Othaar. Othaar was a 
member of the Exarchs 
who would go on to join the 
Burning Legion and become 
Socrethar. If you go to the 
Shrine and stand at the 
door, you can hear an image 
of Socrethar telling you to 
that Velen was wrong and 


to join the Burning Legion. 
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GORGROND 


It is said that Gorgrond was 


the largest earth giant that ever 
lived on Draenor. When Gorgrond 
died, his body became the land 
and his spine the mountains. 
Now it is home to the Blackrock 
and Laughing Skull Orcs, the 
various descendent species of 
earth giants, and many forms of 
sentient plant life called botani. 

e Blackrock Foundry is where 
Rend Blackhand churns 
out countless munitions 
for the Iron Horde’s war 
effort. Blackhand has 
enlisted (or subjugated] 


help from ogres, orcs of 


the Burning Blade and 
Thunderlord clans and even 
the mighty magnaron. This 
is where the final raid of 
the first raid tier is held. 

e Tangleheart is an area filled 
with Botani trying to create 
new Living Ancients for 
their army. The Botani are 
a plantlike species trying to 
take over and create new 
forests in Gorgrond. They 
fight hard against the Orcs 
and the Draenei, infecting 
and converting their corpses 
into more of their own. 

e Gronn Canyon is a stark 
contrast to the beautiful 
green of the Tangleheart. 

It is a barren wasteland 
filled with huge monsters 
that are constantly at war 
with each other. This area 
would go on to be the 
area known as Bladespire 
Hold in the Outlands. 


That is all for Part 1, but 
next time | will cover Talador, 
Spires of Arak, Nagrand and, 
assuming it has been released 
for player questing and 


exploration, Tanaan Jungle. = 


By Andrew Spalding 


| | LOOTCRATE 


GEEK + GAMING GEAR SUBSCRIPTION 


Lootcrate is a monthly crate sent directly to your door. Each 
month is a different theme which you can get loads of goodies 
that are exclusive to Lootcrate. 


September Crate: 
Galactic 


LOOTERS 
ENTRANCE 


= re] 


2 WE PACK A THEMED MYSTERY 3 YOU RECEIVE THE GOODIES 


JOIN 
1 | LOOT CRATE. BOX FOR YOU EVERY MONTH. AT YOUR DOORSTEP. 
Select your plan We partner with great brands to Unbox your crate and share your 


and cancel anytime CeIVET an epic experience. expenence with Looter community 
t 
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BATTLE PETS -HOW 
TO UTILIZE YOUR 
COMMUNITY 


By Leanne Dugan 


Now that we have begun Warlord's of Draenor let's look at the ways we can to move around 
the massive online community of WoW to make us the ultimate pet collectors. 


or the last expansion we top 10 list? What can you do to overnight feat to accomplish. 

F... battled, hunted and make your life a little easier Set goals and priorities, having 
camped our way to collecting the while trying to find all these an amazing collection is not 
hundreds of battle pets that WoW adorable little critters? Use your out of reach for anyone. 
has for us to boast about. Hidden community! After all what’s an First, let’s look at some 
in all corners of the many zones MMO without millions of other addons that can make your life 
in the world, this collection has players to work along side with. easier. All of the follwing addons 
become a large part of the game So what exactly makes the can be downloaded at Curse. 
for many players, commonly ultimate collection of battle com/addons/wow. There are 
referred to as Wowk-e-mon. But pets? Quantity, quality and 65 different battle pet addons 
how do you get to your realm level. None of which Is an available on Curse.com to aid you 
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- Missing - 
' Albino Chimaeraling 
i! 


~ Albine River Calf 


Alterac Brew-Pup 


-Amberbarb Was ie) 


» Ancient Nest Guardian 
Argi 
Axebeak Hatchling 
Baby Blizzard Bear 
Baneling 
Blazing Cindercrawler 
i Bone Wasp 


Brilliant Bloodfeather 


within the game. Make sure you 
try them out to see what you like; 
with that many options there is 
bound to be a few out there that 
peak your interests. Here are few 
that are particularly helpful ones 
to aid with a growing collection: 

e _NPCScan - a must with 
hunting anything in-game. 
This allows you to easily 
track mobs that have 
pet drops, such as rare 
Spawn throughout the 
entirety of the game. 

e Cancel Pet Fight - when 
looking for rare quality or 
backline pets this addon 
can make your quest a 
little less time consuming 


by giving you an easy way 


100 
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fone Filter 


Current Zone 


Sel 


ect Zones 


Source Filter - 


Drop 


to exit the pet battle. 
Battle Pet BreedID - this 
addon shows you the 
breed of the pet you are 
up against or looking at in 
game [i.e. those on the AH). 
Auto Safari Hat - a very 
handy addon for leveling 
your battle pets that will 
equip your safari hat for 
you to make sure you get 
the maximum amount of 
experience for your pet 
by reminding you that 
you do not have the buff 
active when entering 

a pet battle or daily. 
Collect Me - an in- 

game tool that will show 


you information about 


Quest 
Vendor 
Profession 
Pet Battle 
Achievement 


World Event 


your missing pets. 
Next we are going to look ata 
few websites that most players 
within the community use to 
frequently. These four sites 
are reliable and you will come 
to know them well on your 
hunts for pets around Azeroth. 
e Guildox.com - a site 
long used to track 
realms top players and 
accomplishments. Pop in 
your toons name in the 
search bar, look for the 
drop down menu labelled 
‘toon rank’ and you will see 
some options for battlepets. 
This will show you your 
ranking on your server 


based on sheer number. 
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You may need to update who don't particularly like with/know something about 
your profile regularly to a straight-up written List. in regards to that pet. When 
keep an accurate count. Your collection is shown searching for a specific 

e SimpleArmory.com - a in categories, such as raid pet, note that usually a 
site that shows with visuals drops, or rare spawns; few option pop up as you 
what companions you this can help you prioritize type the name, make sure 
are missing. Under the where to head next. you click on the right one 
drop down menu labelled e Wowhead.com - a go-to site labeled either as a battle 
‘Collections’ you will find in times when information pet, companion pet or NPC. 
your list of battle pets. The is needed. Check out the e Warcraftpets.com - one 
visualization of how this comments section to see of my personal favorites, 
information is displayed what other players have this is a site that allows 
is very helpful for those found/are having trouble the community to come 


together. There are many 
aspects to this site that can 
aid you while furthering 
your collection. An entirely 
free site to use, create 

an account and ping your 
armory (under manage 
collection) to start up. This 
site has become a favourite 
place to many pet collectors 
making it valuable to those 
who are just starting out 
as well as those who are 
much further along in their 
collection. There are many 


guides for your to use, 


all of them very helpful 

a and user friendly. Your 
realm rank on this site, 
is however not calculated 


based off of one number. 


Instead it’s based off of 
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all three of the previously 


mention parts to having 

the ultimate collection: 

quality, quantity and level. 

The forums are a great 

place to get information 

on pets, collecting, PvP 

pet battling, and trading. 

Lastly, we are going to touch 

on pet trading. This has become 
a large part of snatching up pets, 


especially the hard to get ones, 


Our Staff's Top 10 Favourite Battle Pets 


1. Core Hound Pup 
2. Lurky 
3. Arcane Eye 
4. Celestial Dragon 
5. Darkmoon Rabbit 
6. Unborn Valkyr 
7. Bronze Whelpling 
8. Gregarious Grell 
9. Lil’ Teragosa 
10. Tranquil Mechanical Yeti 


but... you need to be aware of 

the dangers that may be lurking. 
Know Blizzard’s terms of service 
(commonly referred to as ToS}, 
know the rules of the pet trading 
site you are using, and of above 
all, be cautious. Reputable traders 
will often be willing to provide 
references for big trades, they 
should also have lots of forum 
posts showing previous trades; 
look for negative comments, look 
for positive comments, 
and never go into a 
trade without being 
100% sure your account 
is safe and is not going 
to be compromised or 
banned. Another thing 
to know going into a 
pet trade or purchase 
is knowing the value 

of the pets you are 
offering/looking for. 
Whether it be from 

the AH, a trade chat 


find, or a forum trade, don't get 
taken advantage of. Just like 
any economy, pet values jump 
all over the board; one day they 
may be more valuable than the 
rarest diamond and the next 
they could be worth as little as 
the stone on the ground next 
to you. In short, knowledge 
and caution will set you on the 
right track. Within the game 
itself, learn your server/merged 
server. Each server has different 
pricing for pets dependant 
on population, as well a few 
players who sell A LOT of pets. 
Battle pet collectors are hiding 
all over the place, and if you have 
a question, even if you get trolled 
by trade chat, you will likely 
come across someone who has 
the knowledge and is willing to 
provide you with some helpful 
information. Good luck and happy 
hunting battle pet fanatics! m 


By Leanne Dugan 
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K TO. 
DRAENOR - PART 1: 
A FICTIONAL STORY 


By Maris Jirgens 


After the trial of Garrosh Hellscream and his subsequent escape, a momentary piece settles between the 
forces of Alliance and Horde. That is, until the Dark Portal turned red and the Iron Horde forces invaded. 


he sunrise poured a 

i he of warm light over 
Orgrimmar, dispersing the thick 
mist that had covered it over 
the night. Soon, the warmth of 
the Barrens took over and the 
nightly chill was gone as well, 
bringing out the merchants who 
were opening shops and getting 
the city busy again. It’s been only 
a month since Garrosh fell, yet 
the city was already glistening. 
Most of the damage has been 
repaired, yet some areas were 
still in disarray, especially the 
Valley of Wisdom, where most 
of the wounded were taken. The 
Tauren Druids were working 
hard on healing as many as they 
could. There were Goblins, Orcs, 
Tauren, even some Night Elves 
and Humans who were In critical 
condition and couldn't be handed 
off to the Alliance right away. 

Vark was one of the wounded. 
He felt disgraced to be an Orc 
veteran that needed to be carried 
to the infirmary with bad burns 
he didn't even get in a fight. It’s 
not the way an orc should be 
wounded, let alone brought to 
the infirmary. Now he was mostly 
healed, so he had gotten up early, 
climbed one of the bluffs found in 


the valley (in his loincloth, no less] 


and was sitting atop It, staring 


into the rising sun, watching 
the streets below come alive 
with all manner of adventurers, 
merchants, peasants, children 
and who-knows-what-else. He 
could practically feel the heart 
of Orgrimmar beating when 
he extended a hand forward. 
“You! Orc! Get down from 
there!” a voice bellowed from 
below. Vark turned his attention 
there, just to see a Tauren 
peacekeeper with a worried look 
on his face. The old orc shrugged, 


stood up and leapt to a smaller 
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nearby bluff, then to another 
and ended his journey down 

by jumping into the river. It felt 
good, knowing that his old bones 
still had some energy in them, 
even if most of it is a remnant of 
the druid magic that was used 

to heal him and will fade within 

a few weeks. Meanwhile, the 
Peacekeeper was still standing 
there, expecting the orc to explain 
himself, but when he noticed 
him go into one of the healer’s 
tents, the Tauren shrugged 

and continued on his patrol. 


The tauren druid who was in 
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charge of healing Vark, a lovely 
lady with fur as white as snow 
and her blind eyes whiter than the 
clouds in Storm Peaks, ushered 
him over, sat him down and began 
treating his scars. Druidic magic 
can only do so much, he was told, 
as such, the burn scars will still 
be visible on the orcs skin, albeit 
barely. The treatment was to 
make sure the scars don’t burst 
open suddenly, as the injuries 
might not have been fully healed 
yet. Vark enjoyed the company of 
the old Tauren as much as she did 
his. They spent their time talking 
about their exploits during various 
missions the Horde had sent 
them on, mainly Northrend and 
the Molten Front, where they were 


deployed so that they never met, 
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although got close to meeting 
more times than can be counted. 
This time, though, the tent 
was silent, as to not ruin the 
pristine calm of the morning. 
With a healing salve applied to 
his shoulder, Vark sat in the tent 
and reminisced on the days he 
was but a child, rummaging 
around with the other children 
of his clan on Draenor shortly 
before Gul'dan gave his “gift” to 
Grommasnh. As Vark looked at 
the tent wall with a glassy gaze, 
he felt a chill rush up from the 
entrance. Someone had entered, 
which was unuSual. He turned 
his head and saw a mighty figure 
looming in the doorway to the 
tent. The figure held a hammer 


that gave off a slight warmth, 


seemingly causing a distortion In 
the space around it, much like a 
fire does when you look above the 
flames. As Vark’s eyes adjusted 
to the light coming in from the 
outside, he recognised the figure 
as none other than Thrall. 

“Vark, old friend!” Thrall 
addressed him. “How 
goes the healing?” 

“The healing goes well, 
Warchief!” Vark answered 
with a sly grin on his face. 

“'m not your Warchief 
anymore, Vark. | think we 
established it in the Molten 
Front” Thrall laughed. 

“You will always be my 
Warchief, Thrall. | think we 
established it in the Molten 


Front as well” Vark remarked. 


“That is true, general” Thrall 
remarked, while his expression 
had suddenly turned dark. 

“Warchief, you never adress 
me by my official title unless 
it’s important, so spill it!” 

“Very well!” Thrall said, putting 
his Doomhammer down and 
taking a seat in front of Vark. 
“We have an invasion from the 
Dark Portal on our hands, but 
this time, it’s Garrosh’s doing.” 

“The Iron Horde. I’ve heard 
of it.” Vark said. He had heard 
a bunch of the city guards 
discussing it in the infirmary, 
though no one knew had been 
brought in for quite some time. 
Judging as it’s at the dark portal, 
they must have an infirmary set 
up there. That would explain 
why this place had seemed 
understaffed for a few days now. 

“We are launching a 
counterattack. I'll be honest 
with you, general, it’s a suicide 
mission. Which is precisely why 
| don’t want you to be there” 
Thrall said as he saw Vark about 
to chime in to volunteer to lead 
the assault. “No, | want you to 
gather men for a different task. 
Archmage Khadgar Is leading 
everyone through the portal 
and he says that he might be 
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able to open portals to Azeroth 
from whatever is on the other 
side of that infernal thing. If 

and when he does, | want you 

to be ready to take your men 
through. Be prepared, whatever's 
on the other side, it is not the 
smoldering remains of Draenor.” 

Vark was left speechless. He 
sat and pondered the offer for 
a while. He didn’t know what 
he would be facing, where he 
would be going and if he would 
be returning. Standard military 
practice, for all he knew. 

“Very well, Warchief. | 
shall gather men up for the 
task and await notice.” 

“Excellent. Wait for Khadgar’s 
order to move out and follow 
it when the day comes” 

And with that, Thrall was gone. 
Away for what could possibly be 
the last time. Vark bid the Tauren 
healer farewell and exited the tent 
for what felt like the last time. 

A couple of days pass and 
Vark was sitting in Grommash 
Hold, discussing the strength 
of his gathered men. There 
was a total of 500 hundred well 
geared Orcs, Tauren and Trolls. 
About 100 Forsaken to provide 
support and as many Blood 


Elven priests as Lor'themar 
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could spare, which wasn’t a Lot, 
but every bit supposedly counts. 
Vark was intently listening to 
Warchief Vol jin brief everyone 
on the situation near the now- 
closed Dark Portal when a loud 
crack permeated the room. In 
front of everyone now stood a 
shimmering outline of Khadgar. 
“There isn't much time. Vark! 
Gather your men at the gates of 
Orgrimmar at midday tomorrow. 
We need your assistance!” 
and with that, the image was 
gone. The room had fell silent 
due to shock. The Blood Elf 
representatives had even fainted, 
possibly startled by the loud 
noise. Vark stood up to leave. 
“Mon. Tell Thrall dat 
Orgrimmar is doing fine, and dat 
Vol'jin sends his well wishes”. 
“Will do, Warchief,” Vark 
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sald, as he left the room. 

Over the short time that the old 
Orc had been able to interact with 
the new Warchief of the Horde, 
he had gained a lot of respect 
for Vol jin and his way of leading. 
He knew what he wanted of the 
various outcast races that made 
up the Horde, as well as knew 
that pointless bloodshed is, well, 


pointless. Vark exited the gates 


of Orgrimmar and went over to 
where his small army had set 
up camp. Spirits were high and 
everyone was interacting one way 
or another. You could even see a 
couple of Blood Elf priestesses 
swooning over a Troll hunter and 
his pet spirit beast, and the Troll 
hunter enjoying the attention. 
When Vark yelled out, the camp 
fell silent and everyone listened. 
“Men!” he shouted at the top 
of his lungs. “Women! Orcs, 
Trolls, Tauren, Forsaken, Blood 
Elves and a few Pandaren. We are 
all gathered here today for one 
purpose and one purpose only: 
To head out into the jaws of the 
unknown and emerge victorious. 
| won't lie to you, | do not know 
what Khadgar has in store for us, 
but I'll tell you this: whatever it 


is, we will crush It beneath our 
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feet and our thundering roars!” 


The crowd roared in unison 
and a bunch of soldiers started 
drinking from the tankards 
they had nearby. After a bit of 
cheering that Vark allowed 
them, he again raised his voice 
to calm the feast that was about 
to break down. He needed his 
men rested and well prepared 
for tomorrow, not hungover. 

“Quiet down! We are not here 
to celebrate tonight, as tonight 
is our last night as ...” Vark was 
cut off by a thundering clap and 
Archmage Khadgar appearing 
next to him. “Pardon me, 
General, but there has been a 
change of plans. We are leaving 


immediately.” And with those 


words, the world of Azeroth 
vanished in front of Vark’s eyes, 
as well as from his other senses. 
For a second that felt like eternity, 
he felt nothing. There was no 
cheering anymore coming from 
his camp, no more evening 
breeze on his skin and the dry 
taste of the air had vanished 
from him. He felt nothing, and 
then it all came rushing back. 
The first to return was his 
sense of touch. He could feel a 
cold breeze rush over his skin 
and the soft touch of some sort 
of powder beneath his feet. Next, 
his sense of smell returned. He 
could smell the scent of a few 
hundred unwashed Orcs, Tauren 


and Trolls, as well as the stink 


of the Forsaken in the air. His 
regiment had made the trip as 
well. Vark opened his eyes and 
saw that he and his army was 
encroached with snow in an 
unknown location, yet the location 
felt in some way familiar. He could 
hear the confused murmurs 
of his men and women as they 
tried to get their bearings on 
the situation. Vark felt a hand 
on his shoulder. He turned and 
saw Thrall standing there with a 
wide smile on his face, looking 
the same as he did a few days 
ago, sans the beads that he had 
around his neck at the time. 
“Vark! Welcome to 

Draenor, old friend!” = 

By Maris Jirgens 
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CUIDE TO TH 
CARRISON 


With all the news and commotion about Warlords of Draenor, youve probably 


By Christopher Davis 


heard the term Garrison thrown around several times. - 
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hat is a garrison, how 
W:: you get one, and 
why are they so important? 
This guide will give you an 
understanding about garrisons 


and how they can help you in 


your journey across Draenor. 
SO WHAT IS A GARRISON? 


At it’s core, a garrison is a 
character's base of operation 
in Draenor. As soon as players 
finish their introduction in 
Draenor they'll create their own 
garrison in either Frostfire Ridge 
(Horde) or Shadowmoon Valley 
[Alliance]. Once a player has 


created their garrison they'll 


continue their adventures in 
Draenor, collecting materials, 
followers, and blueprints to build 
and improve their garrison. 

Your garrison however, is not 
a static entity. As you change 
buildings and add followers 
your garrison changes to match 
it. You can even be attacked by 


NPCs while in your garrison. 


WHY SHOULD | CARE 
ABOUT GARRISONS? 


Garrisons have strong ties into 
professions, allowing players to 
craft things at an accelerated 
rate, or even things outside of 


their professions. Though non- 
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trained professions will not have 
access to every available recipe. 
A character's garrison can have 
access to up to three profession 
buildings. In addition to their 
profession buildings, garrison’s 
also have the ability to give 
static buffs (like faster mount 
speed if you build the stables) 
or important things such as the 
ability to teleport through out 
Draenor using Ogre Waygates. 
Garrisons assist you In 
Draenor in a variety of ways, that 
are completely customizable. 
Depending on what you want, you 
can create your own Garrison that 


does things the way you want. 
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OK, SO WHAT CAN | BUILD? 


Garrisons work off things 
called plots. There are three 
versions of plots, small, medium, 
and large. Certain buildings can 
only be placed on certain plots. 
For example | can only place a 
Stables on a large plot, anda 
Forge for all of my Blacksmithing 
can only be placed ona small plot. 

When you first gain your 
Garrison you only have access to 
a single large and small plot. As 
you level up your Garrison you'll 


gain access to more plots. At level 


three, you gain access to two large 
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plots, two medium plots, and 
three small plots. In addition to 
these plots you'll eventually gain 
access to an herb garden, mine, 
fishing hut, and pet menagerie 
(battle pets, not hunter pets). As 
with your garrison, buildings also 
have three levels. Most blueprints 
can be bought at a certain level, 
or after completing a large quest 
line. However almost all level 


three blueprints are unlocked by 


completing lengthy achievements. 


Don't fret alt-holics! Once the 
achievement is completed on 
the account all characters of 


that account will have access 


to the level three plan that the 
achievement has unlocked. 
Below Is a list of the actual 
buildings you can place In 
your Garrison as well as the 
benefits you receive from 
having them in your garrison. 
Large Plots: 
e Barracks: Increases 
the number of followers 
you can have by five, 
and gives missions with 
better rewards. In addition 
assigning specific followers 
to this building will cause 
them to appear and fight 
alongside of you, and give 
you specific perks such as 
summoning a fellow player. 
¢ Dwarven Bunker/War Mill: 
Gives you a bonus roll each 
week for your raid. However 
this extra bonus roll still 
costs Apexis Crystals. 


e¢ Gnomish Gearworks/ 


Goblin Workshop: Gives 
you fun engineering things 
like rockets, turrets, 

and a siege vehicle. 

e Mage Tower/Spirit Lodge: 
Allows player the use of 
Ogre Waygates that allow 
you to instantly teleport 
to six specific locations 
in Draenor. Players can 
have up to three portals 
open at one time. 

e Stables: Increases your 
mount speed, allows you 
to obtain new mounts, 
makes you immune to being 
dazed while mounted, and 
allows you to interact with 
objects while mounted. 

Medium Plots: 

e Barn: Allows you to trap 
creatures in the world for 
various resources such 
as leatherworking and 
tailoring materials, feats, 


and Savage Blood (used to 


upgrade crafted epic items). 


Inn: Allows you to recruit 

a follower each week, 

and also gives access to 
daily dungeon quests. 
Trading Post: Allows you 

to trade crafting materials 
for garrison resources, 

and vice versa. It also gives 
you access to an auction 
house and increases your 
reputation gain by 20%. Note 
reputation gains are account 
wide in Warlords of Draenor. 
Lumber Mill: Allows you 

to collect lumber out in 
draenor and turn it into 
garrison resources. 
Gladiator’s Sanctum: Gives 
access to the gladiator 
tournament and pvp gear. 
Also has a few combat 
perks for out in draenor 
such as increased out of 
combat regen, reduced 


damage taken, and 
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reduced fall damage. 


Small Plots: 


Alchemy Lab: Allows you 
to craft alchemy items. 
Alchemists themselves 
gain the ability to craft 
Greater Flasks. 
Enchanter’s Study: 
Allows you to create 

basic enchantments. 
Enchanter’s gain access to 
the most powerful weapon 
enchantments. You can 
also disenchant items for 
party members here. 
Engineering Works: 
Allows you to craft a 

few engineering items. 
Engineers themselves gain 
access to a few epic armor 
upgrades, engineering 
goggles, and Blingtron 5000. 
Gem Boutique: Allows 

you to craft basic gems. 
Jewelcrafters gain access 


to the ability to upgrade 
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some of their crafted 
jewellery, and the ability 

to craft greater gems. 
Salvage Yard: This building 
is not profession specific 
but probably one of the 
better small plot buildings. 
The Salvage Yard allows 
you to discover gear and 
materials from salvage 
missions. You can even 
find raid gear in those 
missions. This building is 
pretty important if you're 
trying to gear quickly. 
Scribe’s Quarters: 

Allows you to craft basic 
inscription items. Scribes 
themselves gain access 


to weapon upgrades. 


e The Forge: Allows you to 
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craft basic blacksmithing 
items, but also allows 

you to choose a few buffs 
such as Summoning 
people in the world to 
assist you, or the ability 

to have no durability loss. 
Blacksmiths themselves 
gain access to epic armor 
upgrades as well. 
Storehouse: Another 
non-profession specific 
building that let’s you 
access your bank, guild 
bank, void storage, and 
transmog from your 
garrison. In addition it also 
increase the work orders 
of all of your buildings. 
Tailoring Emporium: Allows 


you to craft basic tailoring 


items. Tailor’s gain access 


to epic armor upgrades, 

a mount, and new bags. 
The Tannery: Allows 

you to craft basic 
leatherworking items. 
Leatherworkers gain access 
to epic armor upgrades, 


a mount, and bags. 


Other Plots: 


Mines: Allows you to 

mine ore every day 

(more as it levels up] 
Fishing Shack: Catches 

fish for you and catches 
bigger fish as it levels up. 
Herb Garden: This structure 
allows you to harvest herbs 
each day (more as it levels 
up). In addition to harvesting 


herbs you can also plant 


a tree that gives you food 
buffs. Can manipulate which 
Herbs grow by assigning 

a specific follower to tend 

to your herb garden. 

e Pet Menagerie: The Pet 
Menagerie assists with Pet 
Battles (sorry hunters). It 
increases your ability to 
trap new pets, reduces 
the cooldown on revive 
pet, unlocks daily pet 
battles, and allows your 
battle pets to appear 


around your garrison. 


HOW DO! BUILD 
AND UPGRADE? 


To build a specific building you 
just need to go to your garrison 
builder, and click on the appropriate 
plot. It will show you what you 
can build there, and how much 


garrison resources and gold it 


will cost to build or upgrade. 


WHAT SHOULD | BUILD 
AND UPGRADE? 


What you build is up to you. Do 
you want to get around Draenor 
quicker? Perhaps getting a Mage 
Tower/Spirit Lodge and Stables 
are for you. Looking to make your 
reputation grinds shorter? Grab a 
trading post. What you build will 
be based off your personal needs. 
| would however suggest that if 
you have two crafting professions 
to pick up two small buildings 


with both of your professions. 


WHAT ARE FOLLOWERS? 


Followers are characters that 
join your garrison and will help 
you by either working in your 
buildings or going out on missions 


for you. These reward you with 
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things such as resources and 
Apexis Crystals. Assigning specific 
followers to certain missions and 
buildings will reap more rewards. 
Personally the coolest thing 
about followers, In my own opinion 
of course, are the actual characters 
that serve as your followers. Do you 
remember Fiona and her caravan 
from the Eastern Plaguelands? She 
can join the an Alliance garrison and 
help tend to your herb garden. Or 
what about Alexi Barov and Winston 
Barov, that used to give a quest line 
to players in Scholomance? They 
both can be recruited as followers. 
There are a lot of awesome faces 
that will show up in your garrison 
and really help bring it to life. 
Garrisons can be intimidating 
with all the choices there are, but 
remember there's no right or wrong 


way to build your garrison. = 


By Christopher Davis 
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COMMUNITY SPOTLIGHT: 
ED HIN-DRAENEI 
RESTLING GAMES 


By Ashleigh Ayn Sult 


Even though the Iron Horde is a near and pressing threat, my Draenei Mage finds herself 


high up in the hills of the Jade Forest in Pandaria; all dolled up and gossiping with a group 


of other women while they anxiously await the invitation to approach the ring. 


tis the not the first time my 

mage has attended such 
Draenei oriented events. In fact, 
the event of the evening, Jed’hin 
is one of her favorite sporting 
events. She Is not a participant. 
None of the women are. 

Jed’hin is a player created 

event created by Alkrenon 
of Moonguard based upon 
something called a headcanon. 
(Headcanon: Player created 
lore.) On this night The Shield 


of Argus are hosts to such an 
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event, but other all Draenei guilds fight itself is decided through 


show up to watch, comment, /rolls. Usually both players 
and most importantly: Jed’hin. /roll 1-10, and whomever rolls 
Jed’hin is a male-only sport highest wins the attack, with 
that is based heavily upon sumo the winner getting to emote the 
wrestling with a twist of goat attack and how the attack will 
fighting. Two draenei enter go and the loser emotes to the 
the ring, and fight it out, while attack and the damage taken. 
everyone enjoys the spectacle in This goes on until one reaches 
character through emotes. The five, or another set amount, of 


[RJ (L irj: Luciir, distracted by the crowd, looks to the side at just 


the Wrong time. Als arms COME UP to brace against the other draenei’ s. but 
he miscalculates the missing arm and falls Forward into where it would 
have been, shoulder hitting hard. 


[RW] [Veeshka]: O - | (Haidaar) /roll 10 
Haidaar rolls 7 (1-10) 
Luciir rolls & (1-10) 


successful attacks. The fighting 


can be brutal, and the emotes 
and writing from both the fighters 
and the crowd can be creative 
and entertaining. Cracked bones, 
Sprains, and blood are normal. 
The main requirement is that 
every fight starts with a “Crest 
Clash” where the two men strike 
skulls before beginning their 
grappling, an obvious reason 

as to why it is Draenei only. 


One of the most interesting 


parts of Jed’hin is that there is no 
way to tell how the matches will 
go. It’s truly random as to who 
will win and lose, as there are no 
modifiers, only rolls. The matches 
are actually exciting to watch, 
and the audience gets invested 
in seeing who wins, usually 
with a betting ring, in character 
or out of character, going. 

The fights themselves are 
regarded as an old spiritual 


practice. Many older Draene! 
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are quite familiar with them, and 
are excited to partake, showing 
up in fantastic kilts, belts, and 
necklaces. Younger Draenei who 
have never partaken usually 
wind up wrestling in nothing but 
their undershorts or leggings. 
There is a great deal of heckling 
amongst the male chracters, 
and a sense of pride at besting 
their comrades. The ladies enjoy 
joining in the heckling as well, 
some perhaps because their 
male comrades have stripped 
down and oiled up for the event. 
Others simply because they 
enjoy seeing the comrades win 
or have their confidence be 
knocked down a few pegs. 

In February, my mage anda 
group of her friends attended a 
series of tournaments held on 
Wyrmrest Accord and attended 
by people from several servers. 
The battles stretched out between 
three weekends, cumulating In 
a battle between a Mage and a 
Paladin. Class, size, or disability 
has no advantage or disadvantage 
here. Blind, missing limbs, 
deaf, small, large, short. my 
young mage has seen all sorts 
of combatants win and lose. 

On the hill in Pandaria, these 
fights started off especially brutal. 
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My Draenei's top pick to win, a 


young Paladin, was inexperienced 
at Jed’hin and took several blows 
to his face, resulting in him 
biting his tongue nearly in half. 
The on-site doctor wound up 
compromising with a solution that 
would prevent any further tongue 
brutalities by temporarily gluing 
all future participants’ teeth 
together until the matches were 
over. Another Draenei's shoulder 
even popped out of his socket! 
However, the highlight of my 
mage’s night was seeing the 


mage who ranked above her 
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and was not particularly kind 
get his rear kicked by a much 
older and very experienced 
Jed’hin enthusiast who only had 
one arm, the match ending with 
the experienced man simply 
sitting on the Mage, who tapped 
out. The enthusiast went on to 
win the entire event, moving 
through the entire bracket 
with ease, even beating the 
visiting guild’s entrants. 

With the expansion going into 
Draenor, and the bits of Draene! 
lore tucked here and there like 


wonderful gems, the sport and 


activity is one | would love to 
see spread amongst my fellow 
Draenei RPer’s. It is the perfect 
activity for all the new guilds | 
see springing up. And perhaps, 
maybe one day, we will see in 
game wrestling Draenei! m= 
By Ashleigh Ayn Sult 

If you would like your 
guild’s RP or RP-PvP event 
featured as the Community 
Spotlight in an upcoming 
issue of WoW’s Community 
Magazine please contact us 


at wowfagameonmag.com. 


THUNDER 
ee 


“»\\GameOn Magazine Is currently hiring 
for anew Community Magazine for War 
Thunder, the WWII vehicular combat 
game from Gaijin Entertainment! 


If you would Like to be part of this 
upcoming magazine, please click this 
page to fill out an application form! 
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MECHA 
HROUGHOU 


ICs 
T THE 


YEARS OF WOU - PART I 


By Maris Jirgens 


Ah, the glory days of Molten Core, when raiding was actually hard, am | right? 


Well, no, not really, well, not in the sense of raid mechanics. 


ith the advances in 

Wares to WoW 
these days, raids like Molten Core 
could hardly qualify as a dungeon, 
let alone a raid. Mechanics today 
are far more advanced than in 
the days of 40-man raiding, Fear 
Ward and Leeroy Jenkins, so 
let’s look back at the way WoW 
boss mechanics used to be and 


reminisce on the madness. 
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We start off on the first raid 
tier, as, at the time, dungeons 


were little more than tough 


dudes succeeded by even tougher 


dudes. It was all a giant Tank 
& Spank. The first raid tiers 
were where the difficulty crept 
up more [that’s not to say that 
the dungeons weren't difficult, 
they just weren't mechanically 


difficult). Molten Core. The first 


raid of WoW and the trendsetter 
for things to come. With bosses 
like Garr, whose 8 adds needed 
to be tanked separately, which 
meant rogue tanks were a thing, 
and Executus, a fight where 

you by and large ignored the 
boss and worked on getting his 
underlings down via ideology “a 
dead enemy can't do damage’, 


it was a packed instance meant 


for 40 people to take on and, 
anyone who has ever tried to 
get 40 people to do something 
together, knows what kind of a 
nightmare that could be. The 
fact that half the team was most 
likely in greens didn't help at all. 
And this is where Vanilla raid 
encounter difficulty comes in to 
play. It wasn't the mechanics, 
it was the gear and the 
inexperience. While some had 
their classes figured out to the T 
(to the point where they needed to 
be nerfed just because of that one 
player, i.e. Indalamar the Warrior], 
others were struggling to keep 
their character upright. Couple 
this with the fact that your raid 


team could have various degrees 


of lag and you get a difficult raid. 
Thus, the bosses at the time 

had only a handful of abilities. A 
Purge here, a Feign Death there 
and the boss was done, but try 
coordinating that to 39 other 


players who were significantly 


undergeared and underprepared. 


Tiers 2 was more of the same, 
although this time we got 2 
raids, instead of 1. Onyxia's Lair 
(MOAR DOTS!!!!) and Blackwing 
Lair. A brother and sister in 2 
raids and the bane of raiders 
from there on out. Onyxia Is 
probably the most known of the 
2 (MANY WHELPS, HANDLE IT!!) 
for some reason (THAT'S A 50 
DKP MINUS!!!). Her mechanics 


mainly revolved around the 
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infamous Fear Ward and her tail. 


Basically, you stayed away from 
the tail to not get knocked into 
the whelp eggs, which would 
hatch on contact. If you got feared 
into the eggs, your Dwarf Priest 
wasn't doing his job properly. 

Blackwing Lair on the other 
hand, was an entirely different 
opera. It’s first boss which you 
accessed without doing trash, 
was a fight centered around 
mind controlling the boss to have 
him destroy the very eggs he 
was set to guard, all the while 
protecting the one controlling 
the boss, as well as the boss 
itself. The fight could turn south 
at any point there, and it more 


often than not did. Once the 
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eggs were dealt with, the boss 
became uncontrollable, scared 
off all the adds and turned 
into a basic Tank & Spank. 

The other bosses were nothing 
to gawk at. There was the whelp 
room which was a nightmare for 
groups without a rogue. Even with 
rogues it was a nightmare, as any 
damage sustained would break 
the rogue out of stealth, rendering 
him unable to disarm the slowing 
fields. Vanish was only an option 
once every few minutes and cost 
a vanishing powder, a reagent 
that rogues had to buy off of 
vendors in various parts around 


the world. The next boss of note 
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was Chromaggus, a spawn of all 


the dragonflights and possessing 
the powers of none. What he 

did possess was five debuffs. 
Gather all five and you get mind- 
controlled. While 4 of them were 
by and large dispellable (they 
were a Disease, a Poison, a Magic 
debuff and a Curse], the 5th was 
only dispellable by a consumable 
you gathered off of the trash 
before this boss (and after the 
3rd boss of the instance) called 
Hourglass Sand. Issue was, there 
was a limited amount of the sand 
available and the debuff was a 
particularly nasty one, it would 


stun you for 4 second at random 


over 10 minutes. A 4 second stun 
is huge, as anyone who had ever 
raided would tell you, so this had 
to go bye-bye as soon as possible. 
Nefarian, the boss at the end 
of Blackwing Lair, wasn't exactly 
a pushover, but he did have 
some interesting mechanics 
as well. Players spent the first 
phase not fighting the dragon 
behind the curtain, but rather 
Drakonid that were constantly 
streaming into the room. Raid 
teams had to defeat 42 Drakonid 
to advance, all the while Nefarian 
was casting random spells at the 
raid, including a Mind Control. 
Beginning the second phase, 
Nefarian would cast a raid-wide 
breath attack that would wipe 
the entire raid, if every single 
one of them weren't wearing a 
specific piece of gear, but after 
that he was pretty much a tank 
and spank. Occasionally, Nefarian 
would perform a Class Call 
ability, which would teleport the 
players of the specified class to 
Nefarian and cause them to do 
something class specific (Blizzard 
has added both Monks and DK’s 
to the mix since the raid was 
relevant last). Only thing after 
that would be phase 3, where he 


revives all the killed Drakonid 


and has them attack the raid. 
Next in line was Zul'Gurub. 
A raid instance for half a raid 
(20-man]. While the new version 
of Zul'Gurub [the 5-man heroic 
dungeon added in 4.1) has some 
of the same bosses, It doesn't 
have nearly the same amount 
of them. There are bosses that 
are mechanically identical to the 
way they were in vanilla [Venoxis 
being one of them) and those that 
are like night to day to their past 
(Jin’Do is a good example). The 
instance had a lot of movement 
elements in it’s mechanics. From 
the maze Venoxis spawned, to the 
movement required from Jin‘do to 
keep him out of his healing wards, 
as well as Hakkar requiring that 
players stand In the blood of his 


own son for one of his abilities, 


a blood syphon that would heal 
Hakkar, unless players stood in 
a cloud of poisonous blood. 

A thing to note about ZG is 
that Hakkar, when he was first 
introduced, was the source 
of a plague that swept across 
Azeroth. His ability, corrupted 
blood, was a DOT with an AoE 
element and it spread to nearby 
players, including pets. If a pet 
was dismissed with the disease 
in tow, one could summon the 
pet In a major city and let it loose. 
NPCs, PCs and everyone else got 
infected (with no damage being 
done to NPCs, they just held the 
disease on them], quickly wiping 
out entire cities and spreading 
further. | highly suggest that one 
goes and looks this epidemic up, 


as It has been used for scientific 
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research on human reaction to 
epidemic threats. Interesting stuff. 
After this, came the Ahn Qiraj 
raids, which are regarded as Tier 
2.9 raids, as they didn't award tier 
pieces, but rather side-grades 
(not upgrades, but alternatives] to 
Blackwing Lair gear. What these 
did do, was give the players a 
10-man raid and a 40-man raid. 
Both of these were pretty bland, 
but some bosses did shine. The 
prime examples both are from 
Temple of Ahn'Qiraj and they are 
Viscidus and C’Thun. Viscidus was 
an Interesting fight in that you 
didn't decrease his health-pool to 
kill him. Rather, you had to freeze 
him and then shatter him, which 
meant that Frost Mages were 
very needed for him, as well as a 
lot of Physical DPS. In his Vanilla 


- ha 
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incarnation, you required to hit 
him with 200[(!) frost attacks to 
freeze him, followed by 75 melee 
attacks within 15 seconds. After 
which he would shatter into 
smaller globules which needed to 
be killed to reduce the bosses HP. 

C’Thun was interesting in that 
even before engaging the boss, 
your team faced a potential wipe 
if you didn't engage him properly. 
The boss itself was a 2-phase 
encounter. First phase you ran 
around DPS-ing tentacles until 
a group of people got eaten. 
Those who got eaten were inside 
C’Thun’s stomach and had to 
DPS down 2 tentacles to have 
C’Thun become vulnerable [a 
recurring theme with the old 
gods}. Once his outer shell was 
DPS'd down, he revealed his 
eye, which you had to Tank and 
Spank to death. Good times. 

At last, the last raid of Vanilla. 
The pinnacle of raiding and 
considered impossible by most, 
Naxxramas. Home to the semi- 
legendary corrupted ashbringer 
and speculation as how to cleanse 
it. It was also home to Atiesh, 
Greatstaff of the Guardian, the 
first caster legendary in WoW. The 
fights themselves were hard, and 


have not been changed a lot for 
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the raid’s Wrath of the Lich King 
revival. From mechanics where 
you had to split the raid in half, to 
ones that had your raid perform 
safety dances, Naxx had it all. For 
40 players. Yikes. I'll talk about 
the bosses when we get around 
to WotLK content, but for now, 

| want to mention that whoever 
got his or her hands on the 
ashbringer was in for a surprise 


when visiting Scarlet Monastery. 


A few months after Naxx, 
Burning Crusade dropped, 
and it dropped with a BANG[!). 
With itself, it brought dungeon 
bosses that were more than 
“slap face till dead” characters 
and raid bosses that could be 
Summarized in more than 4 
sentences. Our first look then is 
at the dungeon bosses. These 
were fairly simplistic, with most 
having one gimmick and that's it. 
There were bosses that tossed 
players around, bosses that 
summoned adds and bosses 
that did AoE damage, but each 
did it in his/her/it’s own way. 

The first few raid bosses, on 
the other hand, were a different 


opera. The Burning Crusade 


(TBC for short) launched 


with Karazhan, Serpentshine 


Caverns, Tempest Keep, Battle 
for Mount Hyjal, Gruul's Lair and 
Magtheridon’s Lair open, with 

all but Karazhan being 25-man 
raids, a deviation on the Vanilla 
40-man raiding setup (and the 
death of many a raiding guild), 
while Karazhan was a massive 
10-man raid, the first of its kind 
and a trendsetter at that. Gruul's 
Lair is notable for the fact that the 
first fight was a fight with various 
classes of Ogres, each requiring 
certain types of counters to be 
present in the raid team. While 
that was interesting, it put strain 


on raid groups to find players who 


could do the one thing needed 
to counter one of the five Ogres 
present in the room. It was a 
clusterfudge, to put it lightly. 
Karazhan, on the other hand, 
had some really unique bosses. 
To name a few, the Opera Event 
(a random boss encounter from 
4 different bosses with wildly 
different tactics], where players 
were literally put in the spotlight. 
From this event comes the 
famous DeadlyBossMods “get 
out” alarm (RUN AWAY, LITTLE 
GIRL. RUN AWAY!). The other 
bosses of note were the Chess 
Event, where players played a 
sort-of-RTS type of Chess against 
a cheating A.I., and Shade of 


World of Warcraft Community Magazine // 51 


Aran, a mage type boss that 
had the quirk of being the only 
boss where you didn’t run out 
of the fire [if you did, you blew 
up the raid. Quite literally). 

While Karazhan, Gruul's and 
Mag’s made up the entirety of 
Tier 4, Tier 5 consisted of SSC and 
TK, which both had attunement 
chains the length of a freight 
train that took players through T4 
raids (which in and of themselves 
had attunement chains to them. 
It was all a bit confusing, to put 
it mildly). SSC shone with it’s 
add encounters, as each boss in 
the instance used adds in one 
way or another. For example, 


the last boss, Lady Vashj, had 
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an entire phase where she was 
invulnerable unless certain adds 
were killed, and those bastards 
de-spawned rather rapidly, so 
when one spawned, the entire 
raid team needed switch straight 
to it. And, if any of another type 
of add reached Vashj, she got 

a stacking buff to her damage. 
Basically, a soft enrage, of which 
there were a few in TBC. 

Tempest Keep, on the other 
hand, focused more on execution. 
With bosses like Al'ar, which 
switched platforms after a 
certain period of time and dealt 
AoE damage if not hit in melee 
range, Kael'thas whose 4 advisors 
were less about them and more 


about how you execute them 
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[in many senses of the word). 
The Kael thas fight in particular 
was heavy on the mechanics 
side, as groups spent half the 
fight fighting his advisors, which 
needed to die in specific locations, 
with an intermediate phase of 
various weapons, of which raid 
leaders had to quickly distribute 
temporary legendaries to counter 
various aspects of the Kael'thas 
fights, while getting ready to 
fight the advisors again, and then 
big bad himself, who would fly 
up and empower himself with 
the power of making everyone 
float for the last half of the fight. 
Boy that was a mouthful. 

Last on the list of release raids 


is Hyjal, requiring only that you 


have killed both Kael and Vashj 
to get in [while on a quest, of 
course] and dropped the first 2 
pieces of T6. The raid itself was 
wildly different to the way raids 
works. Instead of going TO the 
trash, trash and bosses came to 
US. Try to wrap your head around 
that. It was a bold experiment 
and a good idea on paper. A wave- 
based encounter type akin toa 
tower defense without actual 
towers. It certainly had a lot of 
RTS references, from a fully built 
scourge base to the entire death 
of Archimonde scripted in-game. 
The boss fights themselves 
were simplistic. A slap here, a 
kite there and the boss Is down. 


Archimonde on the other hand, 


was a different beast. He was 

the only boss to whom we had 

to run (lazy bastard) to get him 
killed, along the way making sure 
the group had slowfall a plenty, 
as one of the major aspect of 
Archimonde were that he throw 
players in the air far enough that 


they'd die from fall damage if not 


caught in mid-air with a slow-fall. 


After all that, Blizzard 
introduced Black Temple [at a 
time when most groups were 
still working on SSC and TK). 

BT was the intended pinnacle of 
TBC raiding and in some aspects 
it was just that. With fights that 
challenged group organization 
and reaction times, as well as 


resource management, many 


i 
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players were not prepared for 
the perils of the Black Temple. Of 
the most interesting fights, the 
Reliquary of Souls has to be at the 
top of the list. It was a 3-phase 
fight with a simple intermission 
in between, but each phase 
required drastically different 
approaches. The first phase was 
all about interrupts and being 

on top of your rotation while 
paying attention to the insanely 
quick interruptible cast that the 
boss did. The second phase, in 
comparison, was about slowing 
down your DPS and sustaining a 
steady flow of numbers, as 50% 
of any damage done Is reflected 
back on the caster [this can kill 


lvl 90's if they aren't careful, 


unsure about lvl 100’s). The third 
phase was about positioning 
and managing tank health, as 
this phase was unfriendly with 
tank switches as well as debuff 
management. Basically, a bit of 
chaos In the mix, but it was good. 
Half a year later, Blizzard 
introduced ZulAman, which had 
gone by and large unchanged 
when it was reintroduced in 
Cataclysm. The tactics were the 
same, yet on a smaller scale. 
There is not a lot to talk about 
here, as almost all the bosses 
had two to three abilities, with 
Zul jin just being a repeat of those 
abilities. To talk a bit about the 
boss abilities, Jan’alai was the 


most interesting, as an aspect of 
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the fight was managing how many 


adds were released to the arena, 
which was done by killing or not 
killing hatchers that spawned at 
the entrance of the arena. When 
the boss reached 35%, he would 
hatch all the unhatched eggs, so 
Spawning none wasn't an option. 
After ZultAman, another raid 

was introduced, that dropped 

supplementary stuff to Tier 6 

and was based on a comic book. 


This raid was Sunwell Plateau, 


and boy was it a doozie. The 
fights were hard not because of 
the mechanics, but because of 
the sheer numbers the bosses 
managed to output. That's not to 
say that the mechanics weren't 
interesting. Kalecgos teleporting 
players to his inner world to 
fight off his literal inner demon, 
Felmyst mind controlling anyone 
who wasn’t swift enough to 
avoid her breath attack, Eredar 


Twins empowering depending 


on which of the two you killed 
first, M’uru transforming into 
Entropius and Kiljaeden being 
defeated by players who were 
to transform into dragons. SWP 
had a lot of interesting stuff, 
yet, due to the sheer lunacy 

of the numbers, most players 
never saw It, let alone saw the 
legendary bow that drops from 


Kiljaeden. Good times. m 


By Maris Jirgens 
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- CHOOSE HORDE OR ALLIANCE? 


By Julian Matthew Martinez 


We all end up picking a side, whether you want to stand beside King Varian and the Knights of Stormwind, or 
you pledge allegiance to the Horde and Voljin's Spear we all have a favorite faction. Yet why do you choose it? 
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s it just another Red Vs Blue 
choice in a video game or 

does something attract you 
to either side? Is it mounts, 
lore, your friends? Both sides 
have a reason to exist and have 
shaped the world of Azeroth 
for over 25 years now since 
Warcraft began. So lets take a 
look at the basis of both sides. 

When it comes to the Horde, 
the most notable feature that ties 
them together Is betrayal and an 
outcast status. Kael'thas betrayed 
his people and left them with a 
painful addiction, the Alliance 
turning away from their former 
allies. The Goblins were slaves 
until they gained intelligence. The 
Darkspear Trolls were hunted 
to near extinction by other troll 
clans. The orcs will never forget 
the constant servitude they had 
in their lives, whether it was to 
human slave masters or demons. 
If you look at the Horde it is not 
evil by any means. Rather the 
Horde abandons certain morals 
for simple survival. While the 
Horde Isn't always civil, the 
Alliance is by no means innocent 
and free of cruel acts. The actions 
of Daelin Proudmoore or Grand 
Marshal Garithos come to mind. 


The Horde Is a realm of outcasts 


and that’s why it can be hard to 
separate the good from the bad. 
While Garrosh Hellscream may 
have done some good as a war 
ready Warchief he has shown 
what the Horde can be at its 
worse. Yet when the horde is 
united for one another, thats when 
you see the Horde at its best. 
The Alliance can be summed 
up with two ideals, the ideals of 
control and a “civilized” society. 
They present themselves as a 
society of order, of people who 
for lack of a better term are 
behaved and fight against the 
evils of the world. This is not 
always the case, time and time 
again the Alliance has caused 
just as many problems as the 
Horde has. Yet unlike the Horde 
those problems were usually 
caused by single individuals from 
Jaina Proudmoore to Arthas 
Menethil. Those that cause 
these problems usually fall into 
a temptation of power because 
they feel their ideas are the ones 
the world needs. They also can 
overstep its boundaries when 
it comes to the Horde. Part of 
what keeps the Alliance under 
control is its emphasis on faith 
and spirituality. Some of the most 


important Alliance characters 
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are uSually paladins and priests, 
religious leaders and spiritual 
guides. Malfurion of the night 
elves and Anduin Wrynn can 
attest to this. They are not clean 
by any means, and at times their 
cruelty can match that of the 
most ruthless orc. It isn’t always 
common bonds and a need for 
survival so much as trying to be 
the best, superior over others. 
While this isn’t always the case 
either, the Alliance's shiny armor 
can have a dark history behind it. 

Good and evil are words at 
the end of the day whether 
you are Alliance or Horde. 
You can secretly be the most 
bloodthirsty individual, you can 
be someone who thinks that 
your way Is the best way,.you 
can also be someone who is one 
with the elements or a simple 
Paladin that puts their faith 
into the light. As gamers we all 
enjoy as much customization 
as possible in any sort of Role 
Playing game. Pick what best 
fits yourself and connect with 
your character as much as 
you please. Have fun everyone, 
and | hope to see some Gnome 
Warriors and Goblin Shamans 
out in the fields of Draenor. = 

By Julian Matthew Martinez 
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RISE OF THE HORDE 


By Erik Rhyne 
‘An alternate timeline,” is the phrase first uttered by Blizzard when describing Warlords 
of Draenor (WoD), the newest expansion for World of Warcraft (WoW). 


oD’s plot centers on the 
FROM THE AUTHOR OF WARCRAFT: LORD OF THE CLANS Orcs not drinking the demon 


blood, causing them not become a 
bloodthirsty Horde we are familiar 
with. Garrosh Hellscream is the one 
who convinces the Orcs not to; his sole 
purpose to bring an Iron Horde through 
Cc ey THE cHC ORDE the Dark Portal to attack ei 
What about the actual timeline? 

What were the Orcs, of this Draenor, 
like? What led to their corruption, and 
ultimate assault of Azeroth? How did 
these natives go down such a dark path, 
only to turn around and lay the foundation 
of the Horde we know of today? These 
questions, and more, can be answered 
in Rise of the Horde by Christie Golden. 

In Rise of the Horde, the reader 
witnesses how a race loosely bound 
together by traditions grows into a 
tight-knit warmongering Horde. Golden 
uses an interesting tactic for telling this 
story; tabbing Thrall as her narrator. 
Early on, you get a glimpse of what is 


CHRIS - IE GOLDEN in store as Thrall states: “This is the 


tale not of the Horde as it exists today, 


INCLUDES AN EXCLUSIVE EXCERPT OF THE WEW WARCRAFT wanca From toxvorop! 


a loose organization of Orc, Tauren, 


The GameOn Magazine 


World of Warcraft Community Magazine 


Forsaken, Troll, and Blood Elf, 
but of the rise of the very first 
Horde. Its birth, like that of any 
infant, was marked by blood and 
pain, and its harsh cries for life 
meant death to its enemies.” 
Through Thrall, the reader 
witnesses this slow descent into 
madness. Thrall explains events, 
in excruciating detail, as it was 
told to him by Drek’Thar, Elder 
Shaman of the Frostwolf Clan. 
And due to this connection, 
the main protagonist of Rise 
of the Horde Is Thrall’s father 
Durotan. Because of this, we 
watch the transformation of 
the Orcs happen through the 


eyes of the Frostwolf Chieftain. 


Thankfully, she primarily focuses 
on Durotan. If she were to bounce 
around, between clans for 
example, It would be entirely too 
difficult to keep up with various 
characters and hurt the story. 

In the moments when the story 
transitions to another character 
- like Gul'dan or Ner'zhul 

- itis brief and it does nothing 
more than add more depth toa 
moment. Additionally, it gives 
clarity to the reader, or answers 
“Why?” to various scenarios. 
While Durotan is questioning, 
almost leery, of Gul'dan later 

in the book, you see the bigger 
picture of what's happening. 


Not entirely, but glimpses of it. 


The great part about Rise is 


that it slowly amps up the action. 
You're not thrown into a battle 

or another event where you're 
trying to keep up. It starts slowly, 
and builds from there. When 

you first pick up the book, you're 
with an adolescent Durotan. He's 
a year away from undertaking 

his trail for adulthood, so must 
sleep in the children’s tent at the 
Kosh’ harg festival. The Kosh’harg 
is an annual gathering of all 

Orc clans on Draenor, where 
feasts and events are held and 
shamans of each clan go to speak 
with deceased ancestors at the 
“sacred mountain”. This location 
is in-game: Oshu’gun in Nagrand. 
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Durotan is anxious, as he wants 
to see what adults do after the 
children go to bed. Nimbly, as 
well as an Orc could, he makes 
his way out; only to walk right 
into the back of another Orc. 
This Orc; none other than Orgrim 
Doomhammer, also was curious 
about the night events. This 
interaction, would spark a close 
friendship - that at the time 

was unheard between Orcs of 
different clans - that continued 
well beyond their deaths. For 
those unaware, Thrall named 
the Orc capital Orgrimmar, which 
sits In the lands of Durotar. 
Thrall knew of their bond, and 
continued it in their honor. 

As Rise continues, we watch, 
through the eyes and thoughts 
of Durotan, the changes of his 
people. Through the story, we 
witness the struggles a chieftain 
has to protect his clan, but how 
he has those to lean on, like 
Orgrim and his wife Draka. As 
the descent into becoming a 
warmongering Horde increases, 
Durotan finds it hard to maintain 
the line between protecting 
his clan and being forced into 
exile. Thrall states it perfectly 
in his own thoughts, stating 


he doesn't know if he would 


have done things differently. 
Several iconic moments to 
happen in the Warcraft universe, 
happen tn Rise of the Horde. 
The corruption of the Eredar 
(now Draenei), of Archimonde 


and Kil jaeden joining Sargeras 
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were there, but several smaller 
cities and NPCs were not. 
However, in WoD, a few made 
their appearance. Two of the 
more notable, Restalaan and 
the city of Telmor, can be found 


in Taladar. While | would love 


elonem, NONE iia 


THAN ORGEIM 
ALSO WAS C 


DOOMRAMMER, 
URIOUS ABOUT 


TRE NIGHT EVENTS." 


happens in the Prologue. The Orcs 
storming through the Dark Portal 
into Azeroth is later in the book. 
The biggest moment, however, 
and what you see happening in 
the WoD cinematic; the drinking 
of the demon blood. While most 
people know about these events, 
many don’t know the reasoning 
behind it all. Rise of the Horde 
gives you the opportunity to see 
the entire picture. That’s what | 
appreciate about Golden's work. 
One thing | enjoy the most 
about books involving WoW, Is 
what Blizzard does to bring the 
book to the game. Rise of the 
Horde came out in 2006, and 
after | first read it, | searched 
throughout Outland looking for 
NPCs and locations. Obviously 
NPCs like Velen and Kil jaeden 


to see the events happen in 

game that | read in the books, 

it is always a nice touch on 

Blizzard's part to pull these 

characters in. That argument, 

can be had for another day. 

Throughout the entirety of Rise 

of the Horde, | was enthralled. 

Being a lore nerd” myself, | knew 

most of what was happening. 

But, that’s not what | search for. 

| want to know the “why’s” and 

“how's”. Golden shares those with 

you. Maybe you just want to see 

what the actual timeline Is like. 

Maybe you have no idea on the 

lore of Durotan, Draenor, and an 

entire cast of characters found 

in WoW. Regardless, Rise of the 

Horde is a definite pick up and 

good read for everyone to enjoy. = 
By Erik Rhyne 
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HARDCORE RAIDING 
- HOW TO GET IN END 
CONTENT GROUPS 


By John M. Miller 


Youve done the dungeons, completed the quests, and looted all the rare spawns 


you can stomach, but you've still an itch demanding you do more. 


ou've seen your share of When you play solo this can be, | can do my best give you a 

ae however small, in be a huge step to take. Suddenly fighting chance and show that, 
five-mans or the odd glimpse of there's a nearly impassable even if you've never been a 
what a boss could be while going barrier between you and what part of it before, you have what 
through an LFR, yet still you want you want. You have the drive, it takes to at least consider. 
more. You want a real challenge. the dedication, to try Heroic We're going to cover most 
You want to slay real dragons. and Mythic raiding, but you everything, from the basics to 
Down a real boss. You want to don’t know where you start or the nitty-gritty, of how to present 
be part of something bigger, what you ll need. While | could yourself to a raiding guild using 
something epic, something never be guarantee that you'll the premise that we'll take it 
Mythic. You want to raid. get exactly where you want to seriously enough to imagine it 
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as a mini job interview. You'll Tom Chilton confirmed that In-between crafted gear or 
need to consider: What you'll raids won't open until, at least, the off lucky epic quest item, 
need to wear, how you'll write two weeks after the expansion Heroic Dungeon gear will be the 
your resume, and where to find goes live and the most important be-all end-all of what you need. 
a job listing. In other (WoW} thing you can do in this time is The best thing you can do for 
words, what kind of gear to prepare. You're now In a world yourself at this point, if you don't 
have, how to show off your where everyone starts fresh at find bites, is stay on curve. When 
healing, tanking, or hurting 0, and the best thing you can do Normal Raids come out try and 
prowess, and where to find is get to 1 as quickly as possible. do Pickup Groups (PuGs]. When 
guilds who are looking for you. Most guilds will be looking for a LFR comes out try to do it every 

As much as what you wear full set of Heroic Dungeon blues, week. Even if you haven't gotten 
in the real world can affect an with some wiggle room for rare to normal keep the gear gap 
interview what you wear in WoW slot pieces, and the amazing between where you are and where 
can be a true make-or-break pieces of crafting gear that win the guild you're interested in will 
situation. In MMO's gear Is the out at launch. Craft or buy any be as small as possible. If you 
end all be all of how the game item better than average Heroic keep this up you'll differentiate 
works, the more of it you have Dungeon gear and then queue yourself from other candidates 
the less threatening the game up and farm whatever's left. who weren't as dedicated. 


becomes. Old bosses lose their 
luster, pulls become larger, and 
the Goren in your mine don't pack 
quite the punch that they used 

to. When we're nearing the end 

of a content cycle, the end of an 
expansion, the gear requirements 
for higher levels of raiding will 
become steeper and steeper, 
since there's been a longer 

time to attain the gear. But, with 
Warlords right around the corner, 
it’S more important to look at what 
people will want from you when 

a new expansion launches rather 
than what they'd want right at the 


end, so don't worry about that. 
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Whenever someone has 


applied to my guild, a candidate 
who's gone out, gotten every 
heroic piece or crafted item that 
they can get, and kept their gear 
as up-to-date as possible will 
seem miles ahead of the curve 
when compared to someone in 
questing greens and the odd 
few blues. Even better, if you 
get rarer items, such as epic 
weapons or rare trinkets this 
can be used as a valid selling 
point. Even if it’s just luck, with 
the right skill, it'd be luck that 
puts you ahead on the meters. 
Now that you have your gear, 


or at least while you're in the 
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process of getting it, you'll want to 
start sending out feelers to all the 
guilds you have your eye on, which 
should, namely, be any guild, 
with a Mythic group (Almost) set 
to go, who'd take you. While I'll 
be covering where to find these 
guilds, if you don't have any in 
mind, later on, it’s important for 
you to establish what you'll want 
to have on-hand before you get to 
them. Specifically, a solid resume. 
As a quick aside, knowing how 
to show what you're doing doesn't 
make up for not knowing what 
you're doing, so be sure to look up 
the optimal rotation for your class, 


what stats you should be looking 


for, and what's expected of you 
to manage on a class-by-class 
basis. These bits information are 
readily available at places like 
Icy-Veins, Elitist Jerks, or even 
up-to-date guides on YouTube, so 
be sure to read up on what to do! 
Now that you're equipped with 
a solid understanding of how to 
be the best adventurer you can, 
you re faced with the task of 
convincing others of this. When 
you contact a guild you need to 
understand that, for them, you're 
an investment in the future of 
the guild. While you're goal may 
just be to raid, they're looking 


for someone to be a long-term 


member of their raid team, a raid 
team they want to be the best it 
can be. While you can’t let this 
deter you, have it in mind. My 
guild is a second family and yours 
could be one too. So once you get 
down to messaging someone, 
here are some common questions 
that | would ask if you wanted to 
join along with me and mine: 
e “What is your previous 
raiding experience?” 
e “What do you enjoy most 
about your class?” 
e “What utility do you 
feel your Class/Spec 
brings to a raid?” 
e “Why do you want 
to raid with us?” 
e “Why are you using 


Talent X over Talent Y?” 


e “You have a lot of Stat 
X and not a lot of Stat 
Y, why is that?” 

e “Does our raid schedule 

fit your play schedule?” 

If you've done your research, 
and have a true passion for your 
class, most of these questions will 
be freebies. I'd ask you them to see 
if you know the core concepts of 
what your class and what you can 
do outside of hitting your buttons 
in the right order. Let these be 
a confidence booster - In every 
interview I've ever done with a new 
potential recruit, it’s always more 
assuring to know that they knew 
their class than it was to see that 
they know their rotation or even have 
the “right” gear. But if you’re new 


to your class/spec, be honest, and 
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instead say what made you switch, 
why you wanted to try It, what 
attracted you to it in the first place. 
Eagerness can be heartening and If 
you show you want to learn then at 
least there’s something to build on. 
When it comes to the questions 
on your prior experience, or previous 
feats, be honest and upfront. If 
you ve only ever done five-mans 
and want to break into the world of 
raiding, let them know. If you've done 
hard-core raiding In the past, took a 
break, and want to come back then 
let them know. Questions like these 
are less about seeing how good 
you can/could be, since classes/ 
specs/abilities change so drastically 
from expansion to expansion, 
and more about determining if 


you've shown the dedication to 
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stick around while raiding. Even 
without this, though, there’s 
always faith because, remember, 
you're an investment. Even if one 
part isn't perfect it’s more about 
the package than the pieces. 

As, another, quick aside, always 
be sure to know all the relevant 
information about the guild 
ahead of time: Know what days 
and what times they raid without 
them needing to tell you, nothing 
makes an applicant look worse 
than knowing nothing about their 
“employer” than what they were 
directly told. That taken care 
of, you must be wondering.. 

What you'll need do you do once 
you've gotten through the basic 
pleasantries: “What do you do”, 
“How do you like your class”, and 
some of the other questions above 
will only tell a guild so much about 
your [player] character. It’s time to 
discuss your damage, healing, or 
tanking capability and you'll need 
to know how to share the hard 
numbers with others in an efficient 
way. Since you've answered any 
questions they had about your 
understanding of your class, they'll 
know you understand what to do, but 
you ll still need to show that you can 
do it, in most cases. This is where 


they may ask for combat logs, or just 
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“logs”, which have become the most 


common way to share combat data. 


When someone asks to “See 
your logs” they're referring to 
combat logs. Combat Logs are 
detailed breakdowns of everything 
that happens during an encounter. 
They're a system built into World 
of Warcraft exactly for this sort of 
thing. When you type “/combatlog” 
into your chat box, a text file will eb 


created in “\Program Files\World 


of Warcraft\Logs\WoWCombatLog. 
txt”. This text file contains every 
action that occurred during a 
fight: Buffs gained, damage done, 
to who, by who, and when, and 
everything in-between. Using 
this file and comparing them to 
similar files from thousands of 
other raiders is how websites 

like World of Logs have as much 
information available as they do. 


If you'd like to record your 
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damage, healing, or tanking from 


a raid simply type /combat log at 
the beginning of the raid and then 
again once you've finished. Once 
that’s done, locate the file, create 
an account on World of Logs [Or a 
similar website], and upload your 
newly created text file. Just like 
that, you're all set up. Delete that 
file to make room for the future and 
link the uploaded “log” to anyone 
asking. They'll be able to view it and 
see everything that you, and those 
around you, did. This is an incredibly 
handy tool and knowing how to do 
this can make you a star player in 
your, hopefully, guild-to-be’s roster. 
Other than, or maybe even 
instead of, logs, some guilds, mine 
included, are usually happy to 
create a group and bring you to the 
nearest instance/LFR/target dummy 


to have a personal demonstration 


of what you can do. Logs are nice 
to have around, but a live example 
via a Dps meter does the job just 
as well. Don't be afraid to offer this 
as a solution, either, as it can easily 
slip their mind or just seem like 
the next best idea, this also works 
if you don’t want to go through the 
hassle, or don't have anything, to 
log. This is a simpler, and much 
more practical, solution for what 
you can do at the very start of an 
expansion, when they're aren't raid 
to have logs of, or if you've never run 
with a group who's done logging, so 
be ready for this kind of invitation. 
We've been chatting, you and |, 
for a little while now. You know what 
to wear and you know what to put 
on your resume because of this, but 
you still need to know where you can 
find the local listings continuing the 


analogy for the sake of fun. When 


a guild, any guild, is looking for 
people to fill their rosters, there’s 
a few places they'll always post: 

e The World of Warcraft 
Guild recruitment forum 
(http://us. battle.net/wow/ 
en/forum/1011639/) 

e Their Realm forum (http:// 
us. battle.net/wow/en/ 
forum/1182757/ Turalyon’s 
general forum, for example) 

e The Trade and General Chat 
of your very own realm! 

It’s always easier to start small. 

In Physics you solve a problem one 
equation at a time, in construction 
walls are built brick by brick, and 
Rome wasn't built in a day, so 
neither should your raiding career. 
Start local, look on your own realm 
and your own faction first. This will 
limit your options, but it'll solve 


a few other problems: No need 
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to worry about faction or realm 
transferring, the associated fees, 
and the worry of transferring only 
to want to leave, or even removed 
from the guild. For the start of a 
raiding career, or even building up 
an old one, always start small. 

If you notice a guild posting in 
trade chat the first step should 
be to message whomever posted 
the message and ask who you 
need to talk to from there. Once 
you ve gotten that far you just need 
to remember the concepts from 
the previous section. This is the 
fastest, and most reliable, method 
to find a guild and then get in 
contact, so keep your eyes out! 

If the guild’s like mine, and tends 
to avoid chat and focus mainly 
forum posts to gain members, 
then you'll need to delve a bit 
deeper and look into the World of 
Warcraft website's forums. The 
average posts will, most likely, 
ask you to do one of two things: 

e Leave a message in the 

thread with your Realm and 
Main Character’s Name/ 
you BattleTag and wait to 
be contacted in the future. 

e Leave their BattleTag in the 

thread and ask for you to 
contact them, moving on to 


the small talk from there. 
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Regardless of which option 


they give you, it shouldn't really 
take too much time out of your 
schedule to set up. Even if it may 
seem as a minor inconvenience, 
it'll hopefully make up for it by 
resulting in a quick “interview” 
with their recruitment people. 

If they like you, want to try you 
out, or are just looking for your 
particular class and hope you'll 
do the job, then congratulations! 
Outside of everything I've told you, 
the easiest thing to do is simply 
join a guild once you're invited. 
Be polite, be knowledgeable, be 
a reasonable human being and 


the spot can easily be yours. 


Raids, for me, have been the 
most exciting and consistent content 
available in World of Warcraft. The 
thrill of downing a new boss or 
breaking a progression road block 
can be one of the most rewarding 
experiences in the game, at least 
for someone dedicated to PvE. 

But, if you get into a guild, try 
raiding, and find yourself not 
enjoying it, then don’t feel afraid to 
voice this. Raiding Is a group activity, 
and while the good of the group Is 
more important than the good of 
an individual, a raid is nothing but 
10-30 individuals working together. 
Discuss what problem you're having 


and see if it can be resolved. If it 
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can be, perfect, if it can’t, then try 
to leave on good terms and repeat 
the process, this time knowing more 
about what you'd like in a group. 
No matter where you end up 
going In WoW it’s always better to 
go with some buddies, so even if 
you aren't raiding, a guild can be a 
great thing to have. People to talk 
to, people to help or be helped by, 
or maybe just a nice background to 
the endless grind. There’s always 
a reward for having people around, 
and like we said earlier - Take 
everything one step at a time. Trya 


guild. And then slay some dragons. = 


By John M. Miller 
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A HEALER’S 
AND PLEA 


By Leanne Dugan 


My dearest fellow raiders, to the ones | know and the ones | don’t. Read 


this with an open mind, even though | know you wont. 


hrough LFR to Mythic, bit! You really didn't need to 

sD ee and challenge Iceblock, you could have just 
modes, | do not think you have said going afk’. Bloodlust... 
come to realize the amount | really, do you see a boss? Nope... 
do not scold. | bite my tongue we re still on trash, mmmkay? 
when you do not move, | cringe Green, red, blue or purple, 
when you forget; get out of def the fire hurts please don't stand 
stance, don't Deathgrip those, in it. | think you underestimate 
you re not a tank, not even a how little | give a s*%t. They say 
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healing makes you cynical, bitter 
and full of rage. It’s true, it really 
is and I'm not ashamed to say. 

| hate you all, every last one, 

for every second of every fight. 
When the boss finally dies, | am 
thankful most of all that none 

of you are within my sight. The 


anger fades, the loot’s passed 


out, until someone pulls the 
trash. | blame the hunter! No, | 
blame the paladin; hey | bubbled 
and ran to the tank, but | don't 
have dash. Wait, the one who is 
afk? /Sigh **ANGRY FACE** 

My raiders are my family 
in a world of mysterious awe. 
It’s by far a life most wouldn't 
understand unless they came 
and saw. We spend hours, nights 
and days, around Azeroth in 


many raids. We laugh and we cry 


together every time someone 
hits /played. Although | love you 
all dearly, just please remember 
this: for the 5 minutes of that 
fight, every mistake you make, 
every cooldown missed, | want 
to throw you with all my might. 
So next time you enter a raid, 
whether from your guild or trade; 
be kind to your healers, before 
your graves are made. And when 
we scream and yell at you, try 


to remember our plight, ‘cause 
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while you're standing there 
through all of the fire and being 
out of line of sight, we are chasing 
all of your squishy little asses 
around so that big bad guy or that 
raid boss can fall down. | can't 
down the current raid without you, 
nor can you without |. So until it 
become soloable can we show a 


little Love, even if it’s justa lie. = 


By Leanne Dugan 
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MECHANICS 
THROUGHOUT THE 


YEARS OF WOW - PART II 


By Maris Jirgens 


Ah, the glory days of Molten Core, when raiding was actually hard, am | right? 


Well, no, not really, well, not in the sense of raid mechanics. 


e've come now to Wrath 

Wr. Lich King. Its 
array of raid mechanics was 
astonishing. With new tech that 
allowed for vehicle combat, it 
brought with itself interesting 
bosses like Flame Leviathan and 
(Loot-)Gunship. But, the first tier 
of raiding was Naxxramas in all 
it’s former glory. The bosses were 
the same as before, only tuned 
for the new format of 10/25 man 
instances (with 25-man being 
considered heroic). Dungeon 
encounters had also learnt 
something from their bigger raid 
brothers and had learnt a trick 
or two, like spawning illusions, 
(abJusing drakes or splitting 
off into smaller parts that need 
to be killed to kill the boss. 


Naxxramas, on the other 
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hand, had not been changes In 
terms of mechanics, rather only 
numbers. This was evident by 
the fact that Naxxramas was 
cleared ina little over 48 hours 
after Wrath had launched. 48 
hours! Insane. But that doesn’t 
change the fact that it has unique 
mechanics In it. The safety 

dance is a good example, as is 
Loatheb and his encounter where 
players could only be healed 

ina small 3 second window 
every 20 seconds, or Gothik the 
Harvester, whose encounter was 
wave after wave of adds that, 
after killed, spawned a spirit on 

a different part of the arena. My 
personal favorite is Thaddius. His 
encounter focused on players 
having different charges. The 


way it was done was you had two 


groups of players, representing 
two of the possible charges. 
When players with opposite 
charges stood next to each 
other, they dealt damage to the 
other. When players with equal 
charges stood next to another, 
they gained a damage buff, which 
was sorely needed on a boss 
with more health than sense. 
Among the other raids was 
Obsidian Sanctum, wherein the 
last boss changed behaviours 
depending on how many of the 
mini-bosses the group left alive. 
Another was Eye of Eternity, which 
had an entire phase dedicated 
to vehicle combat where no 
one was a tank, everyone could 
heal and deal damage; but the 
highlight of the fight was the 


second phase, where players 
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were assaulted by mages on 
platforms, that became ridable 
once the mage on the platform 
was dead, allowing casting and 
fighting while moving. Good fun. 
With patch 3.1, the doors to 
Ulduar swung wide open to reveal 
to teams Hard Modes, the earliest 
implementation of a Heroic mode 
for a boss. Almost every boss had 
a hard-mode of some description, 
wherein the boss would either 
be tougher or gain extra abilities. 
There was Flame Leviathan 
that turned from a goose chase 
toa “avoid the beams” kind of 
fight in its hardmode. XT-002, 


once heartbroken went from 
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Add-Control to a healing check. 
The Assembly of Iron escalated 
in difficulty and Freya became 
insanely difficult. Mimiron 
went from a simple positioning 
encounter, to “OH GOD, DON’T 


SPREAD THE FIRE HERE, NOOB!” 


type of encounter, with a timer 
that was certainly shorter than 
the regular enrage time. Yogg- 
Saron, though, was almost 
impossible in T8 gear to do with 
no guardians up (guardians could 
be activated and gave buffs to the 
party, like renew sanity, the ability 
to kill immortal guardians, etc). 
Allin all, it was an ice-breaker on 


the idea of heroics, as evident by 


the next implemented raid, Trial 
of the Crusader/Grand Crusader. 
ToC, ToGC was the 10-man 
and 25-man version of Trial of 
the Crusader, with heroic modes 
added. ToC/GC was the first 
instance of there being no trash 
before bosses. None. Nil. Zilch. 
Nada. You get the point. As such, 
the raid felt extremely tedious and 
short. With 5 bosses of varying 
degree of difficulty, mechanics 
had to shine. And, to a degree, 
they did. The entire beasts 
encounter was a rollercoaster, 
from “Point boss at wall to stun 
him” tank tactics, to “These 


guys hurt” it had it all and then 


some, but was rather easy, yet 
time consuming. It’s the later 
bosses that shone, like the now- 
infamous Jaraxxus, who was an 
eredar lord of some description. 
His main ability was to summon 
means of Burning Legion demons 
to get into the arena, i.e. Portals 
and Volcanos, both of which were 
killable, and had to be killed 

to stop adds from swarming 
everyone and everything. The 
other notable boss were the 
Valkyr twins, which expanded on 
the Thaddius principle, but spins 
it in a way where the players 

can choose their “alignment” 
and on which of the twins they 
do the more damage to. It’s 
counteracted by forcing players 
to pick an alignment to avoid 


damage from AoE abilities. 


Though the pinnacle of Wrath 
raiding, the Creme de la Crop 
of the third expansion, was 
Icecrown Citadel, ICC for short. 
It was a winged raid with 4 
wings and the Lich King, a.k.a. 
Arthas, at the summit of it all. 
The first wing of ICC consisted 
of 4 bosses with their highlights 
being Lord Marrowgar’s 
BOOONEEESTTOOOORRRMM\M, 
Lady Deathwhispher’s Mana 
shield, which depleted her mana 
in the first phase of the fight, 
rather than her health, while at 
the same time spawning adds. 
Then there was lootship, aptly 
named for the ease at which the 
encounter can be completed. 
Lootship focuses on 2-5 players 
being In cannons shooting 


at the enemy factions ship, 
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which is unique in that you're 


not shooting something that 

has a strict health pool, rather 

general health that, when it 

drops below a certain point, the 

encounter is over. The last boss 

of the wing was Deathbringer 

Saurfang, who functioned as a 

gear check and Is a basic Tank 

& Spank and the reason we 

are able to skip intro roleplay 

sequences for bosses thereafter. 
The second wing to open was 

the plague quarter, consisting of 

3 bosses: Rotface, Festergut and 

Professor Putricide. These bosses 

focused on movement mechanics, 

with Rotface focusing on players 

not getting hit by a slime and not 

standing in the same spot when 

they have a debuff, Festergut 


focusing on players moving away 
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from danger sectors as well as 


controlling adds. Putricide, on 
the other hand, had the entire 
team ina circular arena around 
which players had to navigate 
to avoid getting hit by a debuff, 
slime explosions and not stand 
in bad stuff. The bad stuff spread 
and had to be absorbed by a 
player that had transformed 
himself into a flesh construct, 
which allowed him to hit the 
boss for extra damage when 
the player had fed on enough 
of the bad stuff on the floor. 

The third wing consisted of 2 
bosses: The Blood Prince Council 
and Blood Queen Lana’thel. The 


main focus of this quarter was 


The GameOn Magazine 


damage and debuff management. 
The 3 princes in particular had 
mechanics that discouraged 
players from moving around and 
had orbs that would fling players 
away if they touched the floor, 

and had to be hit to keep them in 
the air, while the group DPS'd the 
active prince down (there was one 
active and the other 2 had 1hp 
and were immune to all damage. 
After a certain amount of time, 
the active prince would switch HP 
with another, meaning the group 
would do a target switch). Blood 
Queen, though, had a quirk. She 
would bite a player in the group, 
increasing the bit players damage 


output by 100% and decreasing 


threat generation by the same 
amount, but they would turn into 
a vampire after 1 minute and 25 
seconds, unless they managed 
to bite someone else 1 minute 
in, spreading the debuff further, 
but refreshing its duration. 

The last wing to open 
had 2 bosses in it: Valithria 
Dreamwalker and Sindragosa 
(SUFFER MORTALS, AS 
YOUR PATHETIC MAGIC 
BETRAAaaaAAAYS YOU!!!!). I'll 
focus on Valithria, as Sindragosa 
wasn't and isn't as exciting a fight 
(and the voice acting hurts my 
ears a bit). Valithria is a unique 
boss fight in that it is the only 


one to date where your DPS on 


the meters does not matter in 
any way, shape or form. What 
matters is the healing that 

the healers do as Valithria is a 
friendly Emerald Drake, which 

is being experimented on by 
Arthas. She needs to be healed 
to escape and that’s where 

the heroes come in (a.k.a, the 
raiders). Healers had to heal their 
little hearts off with her, while 
simultaneously making sure that 
the group doesn't die from the 
waves of trash coming out from 
the sides of the room. Luckily, 
they weren't just thrown into the 
fray. Valithria periodically opened 
portals into the Emerald Dream/ 
Nightmare (depending on if you 
did the fight on Normal or Heroic 
respectively) wherein healers 
could fly around and gather up 

a buff that would increase their 
mana regeneration as well as 
healing done, but the healers 
stayed in this dream until the next 
portals were about to open, as to 


create a bit of a dynamic between 


healers switching in and out of the 


Emerald realm to heal the group 
and the dragon, instead of all of 
them going into the realm and 
potentially causing a raid wipe. 
Last but not least, we have the 
Big Bad Evil Guy, Arthas. Now 


Arthas, even though he has a 
meager health pool compared to 
the rest of the instance, was no 
pushover (and he certainly liked 
talking). His first phase was about 
managing a stacking debuff, 

that could kill a person If not 
dispelled in time. Upon dispelling, 
it would lose a stack and jump 

to the nearest target, which 

was preferably a zombie. Upon 
expiring and dealing its damage, 
it would gain a stack and jump 

to a nearby target, preferably 

a zombie. And that’s phase 1. 
Intermission phase was about the 
group running to an ice platform 


at the edge of the arena and 
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keeping frozen orbs away from 
them, otherwise they'd get thrown 
off the edge of the platform, 
causing them to instantly die. At 
the end of the intermission, the 
platform would be destroyed. 
Phase 2 was about making sure 
no one in your group got carried 
off the platform and staying out of 
a black pool called Defile. Defile 
would spread If someone stood 

in it. One intermission later, the 
group was In phase 3, where part 
of the group would get sucked 
into Frostmourne, where they had 
to spend 40 seconds killing as 
many spirits as possible before 


they exploded. When the timer 
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ended, they were returned to the 
outside world and a short delay 
later, Arthas would release spirits 
from Frostmourne with the same 
premise as the ones inside [the 
more you killed inside, the less 
came out outside). Lastly, once 
Arthas reached 10% health, 

he would kill everyone in the 
group and trigger a 2 minute 

RP event, after which he was 
immobilized and could be easily 
killed. Hooray! Loot! Oh no, wait, 


gotta watch the cutscene. 


Glossing over Ruby Sanctum, 
we arrive at Cataclysm. And boy, 
was it a cataclysm. Dungeon 
groups were faced with 
mechanics that would seem 
ludicrously difficult for a dungeon 


team not 4 years ago. There 
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was a boss who would increase 
or decrease a players haste 
depending on on which side of the 
boss they stood. There was one 
that would literally fling boulders 
at you and one where you had 

to be careful not to kill the mind 
controlled player. It was a step 
forward in dungeon design, and 

a huge leap in Raid Encounter 
mechanics. With Cataclysm, 
raiders got another instance with 
no trash [though only two bosses], 
a repeat of the Black Drake 
siblings Onyxia and Nefarian, 

and a clash with Cho'gall. 

To neatly summarize the first 
tier of cataclysm, T11, let’s look 
at some of the definite highlight 
bosses of the tier, starting 
with Atramedes in Blackwing 
Descent, Nefarian’s laboratory. 
Atramedes Is a blind dragon and 


uses echolocation to determine 


where his foes are. In the actual 
encounter, players accumulate 
sound score by being damaged 
by Atramedes abilities. If a player 
reaches 100 sound score, they 
get instantly killed. Periodically, 
Atramedes would target a player 
with his breath, leaving a trail 
of fire behind the breath as it 
pursues that player. The way 
this is interrupted Is by another 
player hitting a gong on the side 
of the room. Once the gong Is 
hit, everyone's sound score is 
reset and Atramedes yells in 
agony. Made you sorry for the 
poor thing. He would also fly 
into the air during the encounter, 
which was pretty much a stack- 
up-get-healed kind of time. 
Second boss to note is, again, 
from Blackwing Descent, and 
that’s Maloriak. Maloriak is 


the scientist behind most of 
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Nefarian’s weirdest minions and, 
being the mad scientist that he 
was, he had a lot of specimens 
in jars around the room, which 
he would periodically release 
and players had to tank away 
from the group until a certain 
point in the encounter when they 
could be killed. This point came 
when Maloriak used his cauldron 
and produced a potion, which 
applied a raid-wide debuff with 
varying effects. The red potion 
would set stuff on fire, forcing 
players to stack up and heal 

as much as possible. The blue 
potion would freeze random 
players and everyone ina 10yd 
radius, so players needed to 
spread out as much as possible 
and free frozen peers. The green 
one increased damage taken by 
all targets by 100%, while also 
healing Maloriak, but the heal 
was dispellable. The green phase 


was when you'd focus down 


adds, while keeping Maloriak 
on lockdown, as he doesn’t do 
anything while channeling his 
potions. If Maloriak is defeated on 
heroic, players are awarded with 
a special title: <Player Name>, 
Slayer of Stupid, Incompetent 
and Disappointing Minions. 

Third and final boss of note 
in T11 is the Twilight Ascendant 
Council in Bastion of Twilight. 
They're worth a note as they have 
interesting positioning elements 
to their encounter, as well as the 
last phase mobs health consisting 
of what's left of the health of all 
4 of the council member's health 
combined. Before the merge, 
though, the players engage the 
members of the council two at 
a time, with the first pair being 
Feludius and Ignatius, with their 
dynamic being that Feludius 
casts an ability that slows player 
movement and attack speed in 


an area, while Ignatius charges a 


random player, leaving a trail of 


fire behind. In this trail, players 
can clear their debuff that they've 
gotten from Feludius. The second 
duo is Arion and Terrastra. Their 
dynamic is that they spawn a 
tornado and a vortex. The tornado 
applies “airborne” buff to players, 
while the vortex applies the 
“grounded” buff. Periodically one 
of the bosses will use his ability 
to hit all players who are either 
grounded or airborne. The last 
phase of the fight is a “don’t stand 
in bad stuff” kind of phase, but 

it doubled as the enrage timer. 
The bosses health at the start of 
the last phase was a combination 
of the remaining health pools of 
the 4 mobs that came before him 
in this fight (as in, the combined 
remaining health of Feludius, 
Ignatius, Arion and Terrastra). The 
enrage worked in the way that the 
room would slowly fill up with the 


bad stuff you weren't supposed to 
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stand in and the group would then 
push up daisies because of it. 

The second tier of Cataclysm 
consisted of a place called 
Firelands, which is the elemental 
plane of Ragnaros, the Firelord. 
Bosses of note in this tier are 
Lord Rhyolith, whose gimmick 
was that he’s a giant clad in 
massive armour that needed to 
be melted off by steering the boss 
into mini volcanoes he himself 
spawns (the boss was steered by 
hitting one of his legs), Alysrazor, 
who was an emerald drake turned 


firehawk and was mostly fought 
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in the air, with players having to 
get her down and then DPS her 
while she powers up to fly again 
(the powering up phase featured 
a nice set of fire tornadoes) and 
Arch Druid Hamuul Runetotem, 
who picked his form depending 
on how the group is positioned, 
with him picking cat form when 
players were spread out and 
the form of a scorpion when 
players were stacked up. 

The third and last tier of 
Cataclysm featured Dragon Soul 
and a few new 9-man dungeons 


(whose mechanics were by and 


large “slap boss till it’s dead” 


sort]. The most mechanically 
interesting fight was the spine of 
Deathwing, where players, rather 
than fighting to reduce a poola 
health points to zero, fought to 
expose the back of the mighty 
aspect of death. This was done 
by having one of Deathwings 
spawned elementals, which only 
spawned when a tentacle that 
sprouts from his back was killed, 
powered up by the antibodies 

of the mighty aspect and then 
have the elemental explode near 


one of the dragon's back plates, 


which would knock the plate 
loose. The fight also had a soft 
reset type of mechanic, where, if 
more players stood on one side 
of the dragon, he would perform 
a roll, flinging anything not tied 
down [which was accomplished 
by players standing in pools 

left behind by killed tentacles) 
off the back of the aspect. 


And finally, we come to the 
previous expansion of World of 
Warcraft: Mists of Pandaria. Mists 
opened with a bunch of new tech 
that was Instantly used, like the 
ability to detect which way players 
were running and adjusting 
their speed in that direction 


according to outside influences 


(the last boss of Siege of Niuzao 
Temple). Another thing to note 
about Mists raids Is that the first 
Tier wasn’t available at launch 
day, but rather two weeks after 
the date. The first raid to open 
was Mogu'shan Vaults, which 
had such interesting mechanics 
as a boss where you had to 
move away from a disappearing 
platform and a boss that changed 
abilities depending on which 

of the great mogu leaders he 
was channeling at the time. 

The second raid to open was 
Heart of Fear and it was a mantid 
based raid. There was Imperial 
Vizier Zor’ lok: a boss that would 
jump platforms and players 
were silenced while moving from 
platform to platform, with each 


platform having a different effect 
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on the boss. There was a boss 
where players had to force their 
way through a heavy wind blowing 
them away from the boss creating 
the wind. There was also a boss 
that transformed players into 
ember constructs that had to be 
DPS-ed down for the player to 

be able to escape. The highlight 
though, was the boss that had no 
aggro table, but rather pursued 

a player that had a stacking 
debuff on him. That boss was 
huge and would perform a body 
slam on anyone who was unlucky 
enough to end up under him. 

The third raid of the first tier 
was Terrace of Endless Springs. 
Its most notable encounter is 
the one with the golden cloud 
serpent called Tsulong. Tsulong is 


a fight where players spend half 
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the encounter huddled around a 


beam of light and the other half 


dealing with adds. The way the 
bosses health works Is that in 
the first half which is labeled as 
“night phase”, Tsulong is black 
and can be damaged, while he 
damages other players. In the 
day phase, on the other hand, 
Tsulong sheds the sha corruption 
and inverts his health, meaning 
that any damage that had been 
done Is now displayed as health 
and healers have to work on 
healing the poor serpent to 
effectively reduce the HP he has 
in the night phase, as it inverts 
again once the serpent enters it. 
The second tier of Mists raiding 
consisted of Throne of Thunder 
and, boy, did it have interesting 
encounters. An encounter had a 
dynamic between bosses where 
you'd have to stand one of the 


bosses next to the other's ability 


to reduce the damage the raid 
takes. There was a turtle stuck 
in a wall that sent offspring 
to tackle players. There was a 
hydra that hid underwater and 
you had to kill its heads to deal 
damage to it. Then there was 
Horridon. Horridon is unique 
in the aspect that most players 
didn't know how to deal with him. 
Call it unintuitive mechanics, 
player greed or just sheer idiocy 
in some cases, but it was and 
potentially still is challenging, 
as players had to fight off waves 
of adds [and fluffy pink dinos 
that would fixate on people on 
heroic} to be able to do significant 
damage to the boss, rather than 
Slowly pelt at him with fireballs. 
The last tier of the expansion 
was Siege of Orgrimmar and, 
aside from outstaying Its 
welcome, It was really great. It 


had engaging mechanics and 


bosses with interesting little 
quirks, like Malkorok, wherein 
healing created a shield on 
the target, rather than healing 
it, for the most of the fight. 
The Galakras encounter was 
an iteration of the Hyjal raid 
experience, wherein waves of 
mobs get tossed at the player 
before the boss gets to them. 
There was the Norushen 
encounter which had players 
entering a different realm where 
they fought their inner demons 
to purify themselves and be able 
to do more damage/healing. 
All-in-all, it was an experience. 
And now we're at Warlords of 
Draenor, with its first raids only 
to be opened as of writing this. 
Personally, | can’t wait to see what 
it brings to the table, but I’m sure 


it will be something interesting. m 


By Maris Jirgens 
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LOOT SYSTEMS 


By Ashleigh Ayn Sult 


Loot distribution in nearly every MMO since raiding was first conceptualized has always been 
full of opinions, potential drama and sometimes oddly complex systems. World of Warcraft has 
not escaped any of this over the years...especially the latter. Take a look with us as we break 
down what each of the most popular systems mean, and how they can fit your guild. 
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FINDING THE RIGHT 
LOOT SYSTEM 


So, it’s expansion time, again, 
and raiding is now just right 
around the corner. There's 
leveling, toys to get, exploration, 
new mounts, and the ever 
distracting new garrisons. 
Plenty of distractions for you and 
your raiders. But you, officers 
and raid leaders of Warcraft; 
if you are starting a new guild 
or rethinking your old one, you 
are likely thinking about loot 
systems. Or perhaps you area 
raider; looking for anew home, a 
new raider looking to understand 
what all these crazy sounding 
loot systems are, or simply a 
raider in an old home with an 
new system being rolled out and 


wanting to understand all the info. 


There's no right or wrong loot 
system out there (Except for 
the one where the raid leader 
pockets everything and runs off 
into the night!). | have personally 
experienced every loot system 
on this list in some way, shape 
or form in various roles such as 
the guild peon, raid leader, guild 
officer, or guild leader. There's 


a lot to consider, including what 


type of raider you are, or what 
type or raiders are in your guild. 
How casual or hardcore you 
want to raid. Finding the right 
loot system to help your guild 
members; whether they're 
focused on personal loot or the 
success of the group; to help 
them thrive and be excited to 
come back to raid each week 
(rather than dread the drama 
of raiding) is one of the most 


important steps to raiding. 


THE MOST BASIC LOOT 
SYSTEM, ROLLS 


There's a few ways to handle 
the roll system. Some really 
trusting guilds simply let the 
game handle the loot, especially 
now with the 2 hour trade 


window. For groups that know 
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each other and hardly take any 
pugs, this works out well. 
However, most guilds use 
the Master looter system, use / 
raidwarning and flash the item 
out for bid, and the interested 
parties roll for need for it, highest 
roller gets it. The master looter 
then loots the item to the winning 
party member, and the raid 
carries on. Some guilds impose 
a 1 upgrade until everyone gets 
one rule, and others do not. It 
depends on the temperament 
of your group, and the size. 
There are of course, 
modifications to the roll systems, 
including ones that reward 
attendance and good raiding 
behavior such as Ni Karma 
that adds an option of a bonus 
modifier based upon good 


behavior points that raiders can 
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decide to use for a piece of loot 


they really would like to win. 


PROS 


In the most basic /roll system, 
the very perks of it are that if 
you won, you won because you 
had good rolls, and only because 
you had good rolls. There’s no 
accusations of favoritism to 
raid leadership, and people can 
decide for themselves if they 
want an item without punishment 
from raid leadership for taking 
it or not taking it. There's also 
no punishment to raiders for 
taking minor upgrades in fear 
that they'll miss out on major 
upgrades later because they do 
not have enough points, or that 


a council will remember Later. 


CONS 


If you lose, and are 
undergeared, It is simply because 
you are unlucky. If you loose 
often, and are undergeared, 
you could get passed up for 
opportunities in a large guild. 

You could lose an item that you 
are waiting for for months while 
you have perfect attendance to 


someone who is simply there 
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that night. For some raiders, 
there's no feeling of acarrot ona 
stick, and they may feel slighted 
if lower performing members 

or less dedicated members 


get rewarded over them. 


MY PERSONAL TAKE 


This loot system reduces inter- 
player conflict, but I've seen an 
underskilled person who came 
in aS a pug walk away with an 
item that the best players in 
the raid have been farming for 
months with no success. This 
can be areal motivation killer 
at times, and sometimes this 
is why guilds use Ni Karma, as 


complex as it is. Also if you are 


moving into another tier and 


you have undergeared raiders, 
it’s because they simply got 
unlucky repeatedly and if you 
no longer have the people in 
your guild who got the gear 
such as pugs, this can become 
a punishment to your group and 


becomes a retention issue. 


SUICIDE KINGS, THE 
LIST OF LISTS 


Suicide Kings when it is 
working properly within a guild 
is a highly effective loot system. 

Everyone who Is currently 
raiding gets put onto a list at 
random at the start of raiding 
content, and the higher up you 
are, the more power you have to 


bid on an item. For every raid you 


attend, the more you can move 


are suicided to the bottom, only 
up the list, bypassing members to start the climb back to the 
who did not attend, until you and top of the list all over again. 
anyone else who did not purchase New members are added in 


at the bottom as well, which 


“QUICIDE KINGS WHEN TT 
IS WORKING PROPERLY 
WITRIN A GUILD Is A HIGHLY 
EFFECTIVE LOOT SYSTEM. 


anything that raid have moved 


as close as you all can towards seems daunting in large guilds, 


the top. That is, until you bid on when you will become number 


an item. Should you win it, you 93 or worse 103. Some guilds 
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also use a Separate list for 
tokens and for every other type 
of item. Arguments can be 
made either way as to whether 


or not this is effective. 


PROS 


Raiders are rewarded for 
attendance, and the raiders 
who attend most often are able 
to purchase the items that are 
most popular and most sought 
after while new members can 
easily jump into rotation. During 
early days of farming newer 
content, the lists tend to move 
quickly, people moving up and 
down the lists so fast that you 
could start on the top, bid for an 
item, and find yourself back in 
the high middle before the night 
is over. There is an addon that 
keeps track of everything, and 
can easily export the lists to guild 
forums or another social media 


site for all members to see. 


CONS 


New members can easily be 
scared away by the idea that 
they're jumping in at the bottom 
of a list’ and are left thinking they 


may wait weeks to get loot. At the 
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end of content, the lists tend not where we all were, my experience LOOT COUNCIL 

to move as quickly, leading to list was mostly positive. Likely also 

camping. Some raid leadership because | camped the top of the Loot council is a group of 
threaten members with lists for six weeks and got one individuals, usually officers but 
punishment suicides. The add on of our only Turning Tides and sometimes also featuring guild 
sometimes breaks or sometimes a tier helm all in one night. membership to keep things even, 
the addon doesn’t sync person | may have been a poster who once they know that a group 
to person properly forcing child for what can go wrong of raiders want an item, talk out 
leadership to do everything by with Suicide Kings for a guild. who the item would best suit, and 
hand, which leads to mistakes and who the item would best benefit 


doubt in the general membership. 


ICC Loot Tables 3/12-3/13 Ra 
MY PERSONAL TAKE File Edit View Insert Format Data Tools Help Accessibilr 


So ew S$ % 123- = Arial . 1) Mi 
| joined a group during the 
Wrath-Naxx tier late, and was A 5 c D 
able to pick up non-teir items ral _ Toskk's Maximized Greatclaak of the 
| Deathbrnger's Will Wrstguards Turmed Champion Bloodve 


quickly and become very well | a Webst 
eathanis VeEDSIPOS 


geared simply because people Tiaan 


were afraid to bid and lose their 
place on the loot lists. It didn't 
matter if | was being suicided if | 
was at the bottom and | was able 2 Esheon 
to catch up with the group’s ability 

and gear quickly. Being a new 

raider with suicide kings can be 

amazing! | think that rather than 3 Zeliar 

using separate lists for tokens 

and offset items, one list keeps 

things moving most effectively. 4 | 
Aside from the time a master vam wantemare 
looter’s power went out and a 

guild leader spent the rest of 

the raid on the phone with him 5 


Beathanis Revren 
reading off his handwritten list of 
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Fala 


7 iP ons . 
Upgraded Ibeen 


Tinialle, bowian 


Pr tral Ginde of ihe 
Hmph vii 


cE) 


the whole raid, and then bestow 


that item to that particular raider. 


PROS 


Done right, a guild can evenly 
distribute loot so that a raid gears 
up with the best possible pieces 
going to the people who need the 
most, with the raid gearing up at 
an equal pace, and raiders being 


rewarded for good performance. 


CONS 


This is one of the most 
controversial types of loot 
systems, because It requires 
perfect faith that the guild 
leadership will properly decide 
each and every time and know 


what item is best for each and 


Gulki Rank Spee 


nmiotemn, waa. uberis. Dyavinna 


Tabal Woda 


every type of raider. There 
are many stories of guilds 


breaking up over loot council. 


MY PERSONAL TAKE 


| have been a raider using loot 
council and an officer using loot 
council. When it’s done right and 
the entire guild is harmonious, 
it’s a great experience. Usually 
this works well in a group where 
everyone Is focused on the 
same goal of killing things and 
improving the guild {which is 
what every guild leader hopes 
for]. This tends to flop when you 
have raiders focused only on their 
own progression, as personal loot 
tends to be their carrot and they 


can turn on the guild leadership. 


LOOT COUNCIL LITE 


Loot Council Lite is a twist to 
the usual loot council. Rather 
than a group of officers talking 
out who deserves the loot, the 
loot master announces an Item 
in raid, and then the interested 
parties say a certain code word in 
raid that indicates their interest, 
once this happens, people 
whisper the loot master to vote. 
Sometimes these people are the 
entire raid, or simply the officers. 
Once the votes are in, whomever 
has gotten the most votes, wins 


the item, and the raid moves on. 


PROS 


Unless officers are whispering 


each other, there’s no discussion 
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Ralder 


Upgraded Item 


going on. You can even set a 

timer, so people are forced 

to vote or they're shut out 

of voting to prevent such 
discussions. There is less room 

for accusations of favoritism.or 

improper looting. | have also seen 

some of the addons share voting 

tallies, without sharing who voted 


for who to eliminate arguments. 


CONS 


There is not a lot of room for 
discussion, and If the whole raid 
is weighing in, people can decide 
to vote for their friends, or people 
might not vote in a way that best 
improves the raid. If the master 
looter isn’t the best at discretion, 
it can cause drama and fights, 

So picking a person who is good 
at not blabbing information as 


your master looter is key. 


The GameOn Magazine 


Hulld Kank Spec 


MY PERSONAL TAKE 


| joined a guild in Cata that 
used this system, and eventually 
became the master looter. The 
guild actually used their brief 
amount of time to ask quick 
questions like “Wait didn’t you 
get a weapon last week” when 
someone was asking for another 
weapon upgrade, and people 
had a quick 2 minutes to defend 
their request. It was effective at 
times but sometimes the guild 
wanted to go over their short time 
to talk and it dragged on, and on, 
and was part of why | no longer 
raid with them. When | took over 
loot, | discovered, it’s actually 
quite awkward watching the 
votes roll in, especially when you 
want an Item and you're losing. 

This is a system I’d recommend 


for a group that’s great at knowing 


lotal Votes (*/-) 


at 


Your ¥ore 


what upgrades they want and 


what upgrades are best for who. 


DKP: THE MOST FAMOUS 
LOOT SYSTEM 


DKP is perhaps the most 
well known loot systems, even 
outside of World of Warcraft, 
thanks to the famous Onyxia 
raid wipe animation and it's 
long history before the game's 
launch. DKP, also known as 
Dragon Kill Points, was created 
by Thott of Afterlife during the 
raids of Everquest while they were 
working to kill two dragons. The 
entire premise was that raiders 
would be awarded for attendance, 
reflecting their priority for a raid 
when loot was distributed. 

Over the years guilds 
have modified the system 


in innumerable ways. Some 


guilds reward players for each 


boss kill, for showing up on 


time, for being prepared, or for 


staying for the entire raid. Some 


guilds have deductions as well 


for misbehaviour or behavior 


that could cause a wipe. 


Most guilds have a way of 


posting said amount of DKP 


“points” or as | like to think of 


it, “credit” (as some guilds can 


put you into the negative for 


bad behavior, or allowing you to 


bid on an item you do not have 


the DKP for!) on their websites. 
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This allows people to know their 
standing at all times, and their 
standing in relation to others. 
Many DKP systems use a 
system of Decay, meaning that 
if people do not spend their DKP 
points, they lose value. This 


prevents raiders from sitting on 


large amounts of DKP for months, 


and if the raiders are regular 


raider the slight amount of decay 


will not generally harm their 
ability to bid on items as they are 


still gaining points every raid. 
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PROS: 


The loot system Is for the most 
part actually really transparent, 
everyone knows what everyone 
else has as far as DKP goes. It 
also gives raiders an incentive to 
show up prepared, and on time 
and stick around for the entire 
raid, or else they will get loot. 
Many guilds find this system to 
be very effective at motivating 
different types of raiders because 
it rewards the raiders who are 
there consistently, motivates 
those who are not, and still allows 
those raiders who are mostly 
focused on personal success 
to feel that they are winning so 
long as they contribute to the 


group success consistently. 


CONS 


Some raiders will find anything 
but the baseline original DKP 
system complicated and hard to 
understand, especially systems 
that allow negative and positive 
credit and in raid deductions. 
Other guilds who did not 
implement systems of decay may 
face problems with stockpiling, 
especially with tanks and 


healers, as they have the least 
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competition for role-based gear. 
In Warlords this will be 
slightly curbed as statistics on 
many pieces of loot change to 
suit the player's specialization. 
However, because there will 
still be less competition for 
shields, mail and some trinkets, 
this will force some guilds to 
price some items higher or 
know that these individuals will 
always have the most DKP and 
the least personal incentive. 
There's also a lot of 
bookkeeping Involved depending 
on the system you decide to 
use. There are addons, or 
websites, or addons that connect 
to websites. These can break, 
leaving many guild leaders 
forced to use pen and paper to 


keep up with the guild’s needs. 
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MY PERSONAL TAKE 


In the few times that | have 
experienced DKP, | never had 
an experience that would make 
me say never, ever again but 
| did experience something 
that makes me say not ever 
while | am raid leading: 

One time, | was just acting as a 
simple DPS in some raids, no raid 
leading, no guild leading. | sawa 
lot of stockpiling, and worse, as 
a DPS, a lot of my fellow casters 
whispering each other, plotting 
about who was going to bid on 
what, creating a sub loot council 
within the group. Everyone within 
the ring would talk out who would 
bid on which item, allowing people 
to get the item for the lowest bid 
possible. For the people outside 


the ring, if they bid on an item, 


they would be forced up in the 
bidding so high that they would 
spend all of their DKP ona single 
item, being forced to wait weeks 
until they got something else. 

| think it can work, and | would 
happily raid in another guild that 
used it, but it definitely makes 
me hesitate to use it again as an 
officer especially knowing the 
amount of after raid that can 
be involved. Know your raiders, 


and watch how they bid. 


PERSONAL LOOT 


Personal loot is a system 
created by Blizzard for LFR 
in Mists of Pandaria. Anyone 
who has run an LFR has seen 
personal loot in action. You kill 
the boss, the game rolls an 


internal number, and decides if 


you get loot or not, you can then 
use a modifier item to decide 

if you would like additional loot 
or not. (Such as the Warforged 
Seals of Siege of Orgrimmar) In 
Warlords of Draenor, raid leaders 
in Normals and Heroic raids 
(However, not Mythic raids!] can 


set the loot to Personal Loot. 


PROS 


There's nothing that needs 
to be done on the end of 
the raid leadership besides 
remembering to check the 
settings at the start of a raid. 
Everyone gets their own loot, and 
the raid can keep pulling even 
as loot is handed out, without 
pauses for any loot related 
disruptions. Any unhappiness 
that raiders feel with the loot 
can be blamed upon Blizzard. 
Raiders who do dailies 
and other tasks are also 
able to use their bonus rolls, 
such as the Warforged Seals 
of SoO, rewarding them 


further for extra play. 


CONS 


Some people may feel the burn 


on RNG leaving them lacking 


Cloak of 
Overwhelming Corru 


in the upgrades department. 
Others might feel that they'd 

be gearing up faster if another 
loot system was in effect, and 
causing resentment towards the 
raid leadership for picking the 


loot system in the first place. 


MY PERSONAL TAKE 


| can't really comment on how 
well this system works outside 
of LFR and Flex, as my guild isn't 


raiding until Warlords so | can't 
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use them as test subjects, but 
we've used them in dungeons, 
and I'm seeing people happily 
link items and share what they've 
gotten tells me that people are 


pretty happy with it so far! 


MY FINAL TAKE 


Deciding upon the right system 
for your guild or group can take a 
bit of trial and error. Okay, | lied, it 
sometimes takes a lot If you raid 


together for years and go through 


The GameOn Magazine 


93 


94 // World of Warcraft Community Magazine 


growing pains. But you hope for 


just a bit. Nothing will ever be as 
fantastically cut and dry as what | 
described above. You may discover 
that a system completely flops as 
hard as Suicide Kings did for us, 


and need to attempt something 
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else. Sometimes you may need 
to butcher a loot system into 
what fits your guild properly. | 
encourage you to keep the lines 
of communication open, whether 
you are a raider or a raid leader. 


Remember: As much fun as 


it is to get those amazing purple 
pixels; the entire point of finding 
the right system is to make 
getting those pixels even more 
enjoyable. Happy raiding!m 

By Ashleigh Ayn Sult 
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MOLTEN CORE 10 YEAR 
ANNIVERSARY LOOKING FOR RAID 


By Leanne Dugan/Ashleigh Ayn Sult 


Hey guys, let's get 40 people together and go back and own Molten Core like the old days! 


ell that would seem like 
W.. ideal situation. Friday 
night, my guild and another guild, 
a 27-man premade, queued up for 
the Looking For Raid version of 
Molten Core. Two and half hours 
later we could finally move from 
our chairs again. Blizzard | have 
to say, well done. The reminiscing 


that went on in vent, the laughter 
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throughout the night, the many 
‘run back we're still on trash’, and 
of course the OMG WHO PULLED 
MORE TRASH?’ was more than 
enough to make the evening 
memorable. For anyone working 
on Hydraxian Waterlords rep, 
each boss killed granted 100 rep! 
We stepped foot into the 


instance, feasts got dropped, 


greetings were exchanged and the 
first comment was ‘holy hell the 
trash has almost 5 million health’. 
As a premade with enough 
players to give us some power, 

we attempted to keep it going 
smoothly (what most players 
know about LFR is that cutting 
corners often results in more than 


enough of headache and hours of 


wipes). Note to anyone who hasn't 
done this yet: the trash hurts, a 
lot. Basically every raid cooldown 
had been used by the time we 
made it to the dogs [the ones the 
don't die unless they die together] 
and then someone AoE pulled 
the first boss. Of course, what 
more could you expect in LFR? 
For those who remember days 
of old, Mages, take every spell 
off your bars, you now have a 
one button rotation, DECURSE, 
healers have priority’. Luckily in 
our current time, mages are no 
longer the only ones who can 
decurse, so we had 2 shamans, 


2 mages and a few druids 


pressing one button the entirety 
of the Lucifron’s pull. Newer 
players might not understand 
the dangers of why this is 


so important, but those who 
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on Garr, the Infinite number of 
needed dispels on Gehennas, we 
finally reached Baron Geddon. 
My friends who had completed 


the instance earlier had been 


MY FRIENDS WAO FAD 
OMe! LO HEIN aeNGE 
EARLIER HAD BEEN REFERRING 
TIM Odie IPE, 


raided in Vanilla will remember 
that this curse increased the 
cost of all spells by 100%. 

As we made our way boss 
by boss; the unbelievable tank 
damage on Magmadar, the 


knocking around of the raid group 


referring to him as the ‘raid 
wiper’. Inferno and Living Bomb, 
two abilities that are death 
sentences. Inferno, a point blank 
circular area of effect that pulses 
for 10 seconds that only a tank 


can survive; and Living Bomb, 
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a debuff applied to players that 
is not removable causing them 
and anyone around them to 
explode and fly high up in the area 
plummeting to their death only 
saveable by Slowfall, Levitate, 
Warlock teleport or a Goblin 
Glider (if someone else doesn't 
kill you when you land). After the 
raid was all back on their feet we 
pressed on to Shazzrah, again 
more decursing was needed as 
the increased magic damage 
from the curse slowly ticked the 
group's health pools down. 

We decided against jumping 
down to Golemagg, a wise choice 
with how heavy the tank damage 
ended up being. SPOILER ALERT: 
after Golemagg dies, there is 
a small window [a crack in the 
rocks behind him] that lets you 
peer into Ragnaros Lair, it’s 
breathtaking, so don't miss tt. 
Sulfuron Harbinger and his 4 
priests, smoldered as corpses 
with a dps interrupt rotation on 
each one to keep them from 
healing. Majordomo Excecutus, 
the lag, oh the lag. Constantly 
changing skull markers so dps 
could burn the healers down 
only to have the last remaining 
Elite to return to full and doubled 
health. Finally as they all died, 


Ragnaros keeper stiffed us for 
the 25 gold all the other bosses 
had given us, barely covering the 
repair costs of the trash wipes. 
The long walk back to 
Ragnaros’s Lair began, we talked 
about what the fight might be 
like, what it had been like, how 
most of us didn’t know any of the 
REAL mechanics from Vanilla. 
We chuckled as a few deaths 
occurred from players trying to 
cut through the lava, at last we 
stood there ready to summon the 
giant firey boss. DPS positioned 
themselves with backs to the 
walls, tanks spread around 
the inner circle, and Ragnaros 
begins his speech. “BY FIRE BE 
PURGED!”, he yells as we all 
repeat in laughter, this is probably 
one of the most well known boss 
quotes in the game. Sons of flame 
being to spawn as a good portion 
of the raid group states they have 
never seen this mechanic before. 
Finally after being knocked 
around like a ping pong ball for a 
few minutes Ragnaros's hammer 
falls into the lava at our feet, 
a sigh a relief is heard by all. 
Rushing to get our loot, because 
well the 25 gold from all the 
other bosses was nice, nothing 


compares to a brand new epic 


in your hands. The 640 purple 
helms with fire resist (guaranteed 
drop], an upgrade for almost all 
players, and a low chance at the 
battle pet Tiny Hatespark and 
a transmog weapon enchant. 
The feat of strength spammed 
the chat box, ‘Boldly, You have 
Sought the Power of Ragnaros, 
which awards a ginormous 
mount, the core hound chain. 
Looking back at the evening, 
players in the group commented 
on various things: how awesome 
and big the mount is, how 
adorable the pet Is and how silly 
the fire resist on our new epic 
helms was. One player's recount 
of the evening was “Some people 
say they get butthurt, but with 
the new Molten Core, your ass 


actually hurts with how hard 
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you clench out of rage with 

the amount of stupid deaths 

you experience.” Although 
memorable, most of us were 
happy after the almost 3 hours 

to hit the leave instance button. 
Overall quite an experience for 
both Vanilla veterans and newer 
players alike. With this year’s 
anniversary event lasting almost 6 
weeks, there is plenty of time for 
all players to make level 100, gear 
up to 615 item level and queue for 
their own experience of Molten 
Core, Blizzard’s 10th anniversary 
Looking For Raid revamp of the 
original level 60 Vanilla Raid. It’s 
been a great 10 years Blizzard, 
and this LFR is definitely a 


memory worth adding. m 


By Leanne Dugan/Ashleigh Ayn Sult 
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THE NEW WARLORDS 
OF WOW PART 1 - 
DUROTAN 


Orc. Chieftain. Husband. Father. Friend. These are just a few words that can be used 


By Erik Rhyne 


to identify Durotan, Chieftain of the Frostwolf Clan. Warlords of Draenor gives players 


the first chance to see this character in game, as he was murdered a few years after 


the Orcs made their march through the Dark Portal in the true timeline. 


urotan, the youngest of 

Di: brothers, was the 
one who embraced family and 
traditions the most which would 
ultimately lead to his father 
Garad, naming him as heir to 
ruling the Frostwolf clan. This was 
helped along due to his oldest 
brother Fenris disappearing and 
Ga'nar being too hotheaded. 


His values would be tested 
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early in life after his mother 
Geyah was put into a coma after 
being bitten by a drift lurker. 

The Frostwolves were generally 
a nomadic tribe, following the 
clefthoof. Many, including Ga’nar, 
felt it was necessary to leave 
Geyah behind to die a natural 
death. Durotan chose to stay 
and along with Geyah’s wolf 


companion fended off numerous 


Garn attacks. In one massive 
attack, Bloodlust overtook 
Durotan. He killed everything in 
sight, it was only the voice of his 
mother waking up and calling 
out to him that brought Durotan 
out of the haze. Only in doing so 
did he realize not only did he hold 
off the Garns, but he also killed 
Geyah’s companion. To remind 


himself of the dangerous line 


he will always walk, he skinned 
Stormfang and wore her fur 
for the rest of his life. In WoD, 
you can see him wearing this. 
Years later at the Kosh’harg, an 
annual gathering of all Orcs in the 
shadow of Oshu’gun in Nagrand, 
Durotan saw his future mate for 
the first time. Or so he thought. 
While pointing her out to his best 
friend, Orgrim of the Blackrock 
Clan, Durotan could only hide his 
face as Orgrim laughed pointing 
out she was a member of the 


Frostwolf Clan. This female, was 
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After the duo worked together 
to kill the wolf, Draka informed 
Durotan that the day was her 
birthday and that hunt was her 
path into adulthood. That was 
the beginning of the their lives 
together which ended too early. 
Outside of Draka, there was 
only one other orc who Durotan 
trusted completely. That was 
Orgrim, heir to the Doomhammer 
clan. It was Initially unheard of 
for two orcs of different clans to 
be friends; namely because the 


only time they would really be in 


“OUTSIDE OF DRAKA, THERE 
WAS ONLY ONE OTHER 
ORC WHO DUROTAN | 
TRUSTED COMPLETELY 


none other than Draka whom had 
been deathly ill as a child but had 
survived and looked nothing like 
the sick child of years before. She 
initially turned him down when 
he attempted to court her. This 
was solely because she was still a 
child and she had not undergone 
her trial for adulthood. Durotan 
suggested they go on a friendly 
hunt during the festival, to which 
she slowly agreed to. The duo 
came across a wolf, which was 


hunting an injured clefthoof. 


contact was during Kosh’harg. 
The two first met when they 
were still labeled children and 
forced to sleep when all kids did 
during the festival. One night, 
curiosity overtook both of them, 
as they both wondered what 
happened when the kids went 
to bed. Durotan crept out and 
walked right into Orgrim’s back. 
This first encounter started a 
friendship that would grow closer 
as they grew older. The two 


always sought to find new ways to 
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challenge each other; in strength, 
endurance, or any other way they 
could. One such event caused the 
two to race well into the Taladar 
forest. As the race ended, ogres 
charged at the pair. Exhaustion 
taking over the orcs, adrenaline 
kicked in, forcing the two to turn 
and run. Before a death blow 
could be delivered to Durotan 
and Orgrim, Draenei stepped 

in and saved them. Restalaan, 
the leader of the Draenei group, 
offered them safety for the night; 
sending riders in directions of the 
clans to notify the orc’s parents. 
Restalaan brought the pair to 

the city of Telmor. After reciting a 


chant that Durotan remembered, 
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the pair were guided to a house 
that looked down on the city 
and got the chance to meet 
and speak with Velen, leader 
of the Draenei. This friendly 
meeting of getting to know 
one another, would later cause 
doubt and shame to Durotan. 
Through a series of events, 
started by Kiljaeden, the Orcs 
began to view the Draenei as 
hostile. This didn't sit well with 
Durotan, who did his best to avoid 
taking part while protecting his 
clan from any backlash. Notably, 
Durotan was ordered to capture 
and deliver Velen to Ner'zhul. 
After capturing Velen near 


Oshu’gun, Durotan later released 


him after taking two crystals - 
ata’mal crystals - that he gave 
to Ner'zhul. Durotan maintained 
this tactic but many times he had 
to relent: allowing the children of 
his clan to be aged prematurely, 
allowing his clan’s shamans to 
study the methods of warlocks, 
and the attack of Telmor. 
Durotan had an eidetic 
memory, allowing him to recall 
anything, and this backfired on 
one fateful day. He was tasked 
with guiding a Horde contingent 
into the destruction of the 
Draenei city. When Durotan 
found the ata’mal crystal and 
recited the chant, the city came 


out of hiding. All hell broke loose 


shortly after. It pained him to 
witness this but he wouldn't 
risk the future of his clan. This 
continual battle was causing 
more eyes to gaze upon him and 
risk the Frostwolves’ future. 

A bigger moment and 
potentially the final nail in his 
clan's coffin - as part of the 
first Horde at least - came the 
night the Orcs first drank the 
demon blood. After many clans 
had their fill, Gul'dan offered 


a cup to Durotan and his clan. 


He staunchly refused, and no 


Frostwolf was overtaken by 
Bloodlust. This event, along with 
a series of events prior where 
Durotan challenged authority, led 
to the Frostwolf clan being exiled 
when they entered Azeroth. 
Shortly before leaving to 
Azeroth however, Durotan and 
Draka visited his mother who 
was now living In Nagrand 
informing Geyah that Draka was 
pregnant. Geyah was told the 
child’s name would be: Go’el. 
Durotan and the Frostwolves 


slowly migrated to a secret 
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location in the lands of Alterac. 
Here Frostwolf shamans 
denounced warlocks and 
returned to shamanism. The 
elements returned to them, 
allowing the shamans to protect 
the clan. After the birth of his 
son, Durotan searched out his 
old friend Orgrim, who was 
now leading the Horde. Durotan 
told him everything he knew 
about Gul'dan and the madness 
that had happened. Intending 
to protect his friends, Orgrim 
suggested Durotan and Draka 
hide and sent them off with some 
trusted soldiers. Unbeknownst to 
Orgrim, some of those soldiers 
were spies for Gul'dan and they 
murdered the pair. Durotan was 
able to hide his son and passed 
knowing his legacy would live on. 
Years would pass, and Go’el 
- under the name of Thrall - 
would hear about his parents 
from Orgrim himself. Thrall 
would carry on the legacy of his 
parents, and a trusted friend, 
like his father, in Orgrim. Upon 
the foundation of the new Horde, 
Thrall located his people in 
the lands of Durotar with their 


home as the city Orgrimmar. = 
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BALANCE URUIU ROTATION 


By John M. Miller 


When | first started playing all those years ago, | didnt really know what a class or spec was. | was told | 
could choose how my character was played and that was the literal concept of how it worked to me. 


wasn't a different kind of our own alignment now we're to cycle to the left into Lunar Eclipse. 

of Druid, | was a Druid at the beck and call of the natural The more to the left the higher our 
who cast spells instead of order. Or, for non-Druids, our mastery percentage goes, from 
“melee’ing” as a cat or bear. | Eclipse Bar moves itself from 50% up to whatever your mastery 
wasn't Eilthis the Balance Druid Lunar to Solar, with peaks In the percentage (plus the base] is once at 
- | was Eilthis. The Druid. center of each cycle, in combat the “Peak”. One eclipse (Lunar/Solar 

But what that means has without our intervention. Here Is Start to Lunar/Solar End) lasts 20 

changed over time, at least for an illustration of what | mean: seconds, which means you'll go from 


me. | began to lean what my class 


really was, what | was meant to —\y = 
fs 4, ( £. # s 
do and how the game worked. | SLUNAK COCMp—e 


saw that | wasn’t just a Druid, | 
had chosen to be Balance, even 
if Druid had picked me. | loved 
the class and from there | had to 
focus in on how | liked to play it. 


But that was all in the past 


and Warlords is now! Balance is 


back as a brand new (Blizzard) 


invention, having gone through 
a Warlock style rework. All of 2() sec, 


the changes feel bigger than <I 


they seem. What | mean when 


yf A ae 
Iilar “Clipse 


| say this Is that, while the Eclipse, as it always has, starts at the bottom of the peak to the top and 

changes seem fairly minor, the 0 of either energy, the bottom center then back down, cycling into the next 

effect on play style | drastic. of the pictured loop. From there, eclipse. Imagine going up then down 
Where before we were masters once you enter combat, it will begin a continuous chain of mountains, 
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with peaks and crests in-between. 
The major way to handle this is 
to master the timing of when you'll 
reach the peak and when you'll 
leave/enter an Eclipse state. You'll 
want to pre-cast a Starfire when a 
fight is about to begin and have a 
Starfire finish casting as soon as 
you enter the peak. The general 
concept is the same with Wrath. 
This is the most basic form of our 
rotation, spamming the Eclipse 
appropriate spell and having them 
finish casting at the best time. 
Once you have a feel for the 
timing it’s time to add Damage over 


Time abilities (DoTs) into the mix. 


Ae Cok ge 
CA HAF “Coe we 


20) sec. 


S 


Moonfire lasts 40 seconds so it 
will last from the peak of on Lunar 


Eclipse to the Peak of the next, so 


you should only need to recast when 
at the Lunar Peak. Sunfire, however, 
only lasts 24 seconds and will need 
to be refreshed. The best times to do 
this are right at the start of Solar and 
just as you're leaving the peak. Along 
with Eclipse itself our DoTs have 
also gotten a change to their inner 
workings. When you cast Moonfire/ 
Sunfire while an older version is still 
doing damage (ticking) then, rather 
than replacing it with a new version 
of Moonfire it will add onto its 
duration, up to [around) 44 seconds. 
The timing of these isn’t very 
critical, a minor Damage per Second 


(Dps) boost at best for getting it 


Sunitire i. 


perfect. Casting a DoT at the peak 


won't increase the DoT portion, 


but instead will double the direct 


Sunfire 2 


(- Alay i, ” ipa 
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damage of the first Moonfire/Sunfire 
cast at the peak. Over the course of a 
fight this adds up, but here and there 
means very little. Keep both DoTs up 
as much as possible, the closer to 
100% uptime of both DoTs then the 
better you'll be doing as a whole. 

After you've perfected the timing 

of Eclipse and the application of 
DoTs it’s time for Cool downs to 
come into play. The three all Balance 
Druids have access to will go first: 

e Starsurge - Never have 3 
stacks of this ability, also 
hover at 2 or less and be ready 
to stay there. When cast it will 
give you a buff which increases 
the damage of the next two 
Starfire or the next three 
Wraths, depending on when 
it’s cast, by 30%. This is best 
utilized by casting a Starsurge 
near a Solar/Lunar peak, but 
don't feel too locked into this 
concept. While it can make for 
huge swings in damage the 
overall difference between 
a perfectly timed Starsurge 
and one used halfway 
through, if done repeatedly, 
can be the difference 
between first and second, 
but isn't terribly crippling. 

e Starfall - This shares 


charges with Starsurge and 
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is a fantastic Area of Effect 


(AoE) ability. This should be 


used rather than Starsurge 
when you're facing three of 
more targets, so on Trash or 
council style bosses use this 
instead of hitting Starsurge. 


Celestial Alignment - This 
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ability pauses your Eclipse 
energy gains, halting the 
movement along the bar, while 
also giving a 20% damage 
boost and having each DoT 
apply the other. This should 

be used at the beginning of 


a fight to maximize the use 


of pre-pots (Using a potion 
before a boss is pulled in order 
to use 2 potions throughout 

a fight), trinket buffs, and 
burning through early phases. 
If the boss has a point where 
he must be damaged very 
quickly within the first three 
minutes of the fight then 

save your cooldowns for 

that phase, but feel free to 


continue to use Starsurge. 


Once this has been added 


into your rotation it’s time to 


look at Talent choices: 


LEVEL 60 TALENTS 


Soul of the Forest - A nice 
passive talent that only has 
an effect once you Starsurge. 
This is fine on Single target, 
if you really can't stand an 
extra button. It’s not terrible, 
but isn't the strongest choice, 
so if you need simplicity it 
works out. As a choice it’s the 
weakest of the level 60 talent 
tier. If you can stomach an 
extra button and want extra 
deeps look elsewhere; it’s 
weak on fights where you ll 
use Starfall over Starsurge, 
is weaker burst than Chosen 


of Elune, and gives less 


output than Force of Nature. 
Incarnation: Chosen of Elune 
- This is the strongest overall 
choice of the three; It stacks 
perfectly with other cool 
downs, requires a low amount 
of focus to use properly, and 
is a very straightforward 
ability. Use this at the start 

of an encounter along with 
Celestial Alignment and then 
re-use them both whenever 
they're off cool down. If 
there's a Dps phase ina 

fight coming up then you can 
save it for a bit, the same 
goes for heavy movement 

or boss immunities. 

Force of Nature - A very iconic 
Druid ability and one of my 
favorites. Stronger than Soul 
and comparable to Incarnation 


in a purely single target fight. 


In multi-DoT fights it falls 
behind Incarnation, but is a 
solid pick. You can get an extra 
benefit by saving charges for 
a Haste buff to pop up, since 
it increases their casting 
speed. Just as with Starsurge, 
never have three charges. 

e Best Pick: Incarnation: 
Chosen of Elune. The most 
versatile of all the choices, 


plus It makes you look great. 


LEVEL 100 TALENTS 


e Euphoria - Boy is this talent 
a barrel of fun. It has caused 
more confusion in fights than 
any boss mechanic so far, and 
here's why: Take everything 
you ve learned about our 
rotation so far, the timing and 


the DoT management and 
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throw it all away! This takes 
your, normally 40 second 
Eclipse Duration and makes 
it only 20 seconds, which 
means Each Eclipse phase 
only lasts 10 seconds. But it 
also makes your Starsurge 
buff increase your haste by 
20% when casting Starfire 
and Wrath, depending on the 
Eclipse. What this means is 
that you'll want to have as 
much uptime on the Starsurge 
buff as you can. Cast 
Starsurge at the beginning of 
Lunar, use your charges and 
repeat, with the same Idea in 
Solar but focusing more on 
having an empowered wrath 
before peak, during, and just 
after. Moonfire should still 
be cast on each peak for the 


damage boost and Sunfire 
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only needs to be cast once, 


at the peak, in order for it to 
have 100% uptime. This Is 
the strongest talent of the 
three on this tier for single 
target fights, but is weaker 
when you're casting Starfall 
as you only get the haste 
benefit from using Starsurge. 
Stellar Flare - My favorite 
choice from this tier, it 
maintains the basics of the 
rotation while making it 
smoother to use. The way the 


spell works is that the closer 
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to zero energy, the center of 
the bar, the more damage 
this ability does as a DoT. 
This means you'll no longer 
be casting an extra wrath/ 
Starfire that will carry over to 
the other side, but will instead 
stop to cast this ability. This is 
more beneficial when leaving 
Lunar due to Starfire’s cast 
time. Compared to Balance 
of Power and Euphoria this 
talent is stronger on fights 
with multiple targets but 


weaker than Euphoria in 


purely single target fights. 
Balance of Power - Once 
again If you can’t handle an 
extra button or change in the 
base rotation then this is the 
talent for you, but it is the 
weakest of the three. It makes 
itso you ll never need to re- 
cast the DolTs, but there's very 
little reward for this outside 
of need to push buttons less 
often, | don’t recommend it. 
Best Pick: Stellar Flare for 
Multiple Targets. Euphoria 

for Single Target. 
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Rotation and cooldowns 


ingrained in our minds, we get C 
into the nitty-gritty, but as nitty | 


and as gritty as these things can 


be, I'll post a nice simple chart of Haste - Vastly superior in fights stat values are based on a balanced 
what stats you should be looking with multiple fights, but weaker set-up. Once your gear improves 
for, in order of Dps per point: than mastery or crit. single target. and haste becomes more common 
Mastery - Best stat. per point we Note*® It’s still my preferred stat mastery is the clear choice, but until 
can get our hands on, love the stuff. for the beginning of the expansion. then | find it hard to beat Haste. 
Critical Strike - Pretty The rotation can feel sluggish and Versatility - Weaker than the 
close to mastery, almost the clunky without enough haste to get other stats, increasing damage/ 
same point-for-point. the whole thing going, and these healing done by a percentage, but 


Sunifire 4, 


a ee 
"OCLPSE 


Incarnation 
Celestial Allignment 
Stellar Flare 
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a fun stat. | wouldn't pick 

it over anything else, but 

| wouldn't turn it away. 
Tertiary Stats. - Blizzard 

added several new tertiary” 

stats with Warlords, such as 

Speed, Multistrike, Leeach, 

etc. but these are all fairly 


weak, point-for-point, and are 


more of a bonus than anything. 


ONE DRUID’S OPINION 
Even though the expansion 
is young, I’ve managed to hit 
Level 100 and grind nearly a 
full set of heroic dungeon gear 
and my opinions are becoming 
more and more solidified. 
Moonkins are still at the top 
of my heart, a true example of 
a caster in World of Warcraft. 
Our single target damage is 
nothing to scoff at and we 
now, more than ever, shine in 
fights with multiple targets, 
taking me back to the days 
of tier 11 Wild Mushrooms. 
Starfall is strong, like, crazy 
strong. Its damage Is just as 
impossible to ignore as its 
“fire-and-forget” usage, this 
spell will single-handedly drag 
us, kicking and screaming, to 
the top of the meters In AoE 


fights. This is a nice feeling, 


but | can’t help but feel like having 
one spell carry that hard is a good 
thing, this always end up being 
a little unhealthy for the class. 
When this was the case with Wild 
Mushrooms having too strong of an 
interaction with our tier 11 the only 
course of action when to weaken 
(known as nerfing) Mushrooms, but 
our AoE had become so centralized 
around us having It there was 
nothing else to do. Our AoE was 
weak without Mushrooms because 
it was too strong with Mushrooms. 
Our AoE from DoTs and Hurricane 
is okay now, but Starfall might 
be pushing it too hard, but we'll 
have to see when raids come 
together. | just don’t want us to 
seem like the Warlocks of this tier. 
Our rotation is very interesting 
now, | find it to be a lot of fun. When 
we were all still level 90 it lacked 
a certain smoothness that | feel 
was made up for by an abundance 
of gear, but while leveling it lost 
some of that charm. Movement 
became increasingly punishing - 
Starfire takes forever to cast and 
depending on when you need to 
move it could be time to switch 
to Wrath and you've lost almost 
a quarter of the rotation. Doing 
dungeons or hard quest monsters 


became a nightmare where | hoped 


I'd just be in solar for part of it. 

My savior came in the form of 
Stellar Flare, which really smoothed 
out, what | saw, as one of the rough 
parts of the rotation. The point 
where Lunar and Solar meet is a 
harsh time, leaving Solar it feels like 
you need to cast a Starfire almost 
halfway back down the cycle. When 
leaving Lunar it feels like there's too 
much time to start casting wrath, but 
far too little to cast another Starfire. 
Lunar flare removes these worries, 
since now you have nothing better 
to do than Flare. It has long enough 
of a cast time to easily transition 
into a Wrath and be, comfortable, 
in solar and even lands you ata 
nice spot to cast Starfire when 
leaving solar. It’s a great addition 
to the rotation. When DoT’ing 
or facing concern of movement 
it’s the clear choice to take. 

Even though the rotation begins 
to feel more rewarding with Stellar 
Flare, | still have my gripes. If you 
want to maximize your damage, 
get the most out of what you have, 
you won't always be using it. As | 
described above, in single target 
encounters Euphoria Is a clear 
winner, but it has its drawbacks: 

e The timing is much harder 

to get down, it’s areal switch 


from what you level with 


and you ll almost never 

be casting the same spell 

at the exact same times. 

It changes the feel of the 
class more than anything. 
Dols become a lot less 
intuitive. While Sunfire 
becomes easier to use, if you 
know the exact numbers on 
how long everything lasts, 
Moonfire is another beast. 

Is it still worth casting on 
every lunar peak? Do | only 
cast It every other one? Do 

| Starsurge continuously 

to maintain the buff, or try 
for only around the peak? It 
moves too fast to have an un- 
buffed Starfire cast go off and 
still be close enough to the 
peak. When’s the best time 
to use Starsurge? When do | 
stop casting a Starfire to start 
a Wrath? These questions 
make the talent much harder 
for a new player and add a lot 
of, almost unnecessary, focus 
on fights to an experienced 
player trying to learn it. 
Movement punishes this 
rotation harshly. If you get 
interrupted near the end 

of a Starfire then you may 
have missed out ona long 


portion of the lunar eclipse, 
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and worse, can have your 
timing thrown off entirely. 

But, having discussed the 
rotation, the Dps talents, what can 
go wrong, and what can go right, 
the best thing | can say is that we're 
still Balance Druids. The rotation 
had changed, but the core concept 
is still there. If you stopped playing 
then you can come back, and even 
though the styles changed, it still 
feels like home to me. | still love 
the Druid class and | still love the 
Balance specialization. | think this 
matters more than the damage we 
do or the strengths we have [even 
though we have plenty of both], since 
a class being fun is what's really 
important. So if you're an old Druid 
coming back to roost, It’s worth 
working with it. If you're fresh face 
looking for something to try then 
Druid is, and always will be, a little 
taste of everything with a twist. 

I've played the Balance Druid 
Eilthis on US Turalyon for ten years 
now and have been raiding as one 
since Burning Crusade. I’ve been 
doing Heroic and Mythic raiding 
with Burial since Icecrown Citadel 
and have enjoyed every moment 
(but Heroic Ultraxion] of it. My 
favorite colors are Crimson and 


Royal Blue and | love tortoises. m 


By John M. Miller 
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MY WOW STORY - 
10 YEARS OF WOW 


By Ed Dubiel 


My WoW story starts on June Ist, 2005 at my college Fraternity house. Most of my 
friends had started playing this new game called World of Warcraft. 


had played the Warcraft about ten minutes, | decided 

One through Three, so | to make a Paladin. The same 
knew about the Alliance and Paladin that is my main today. 
the Horde, and the most of the | raided all of the Vanilla 
back story with what happened instances, from Molten Core to 
in the Warcraft Universe. In Naxx and everything in between. 
reality, it was way to kill some As with many of us who played 
time between classes, and to WoW back in the Vanilla days, | 
hold me over until the next reminisce fondly on the game that 
Dungeon and Dragons session. we started with. The game we 
| was the “newb”. They had all remember felt Epic; a giant world 


“LOTARED AT THE CHARACTER 
CREATION WONDERING WHAT 
| WAS GOING TO BE, WHAT 
ROLE | WANTED TO FILL. 


rolled Horde on Bloodscalp to explore, dungeons to defeat, 
and | started an Undead Mage. raids with 40 people, all teaming 
| only got a little ways on that up to conquer an enemy that was 
Mage before we decided to reroll threatening Azeroth, and getting 
Alliance on a different server. to loot those amazing purple 

| stared at the character items that we'd all inevitably 
creation wondering what | stand around in Ironforge with. 
was going to be, what role | We'd stand by the mailbox or the 
wanted to fill. Finally, after cart to the left of the bank looking 
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awesome in our hard earned 
items. | remember getting my 
set of Banana shoulders from 
Molten Core, standing proudly 
next to the mailbox to show them 
off thinking | was amazing, until 

| saw another Paladin running 

by wearing full tier two. 

Besides the hugeness of the 
dungeons, what made Vanilla 
WoW amazing for me, were the 
shenanigans that took place in 
and out of raids. One night, after 


a few beers and a conversation 
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with a friend of mine, | had gotten 
it in my head that the Argent 
Dawn were enemies of Azeroth, 
and that the only way to ensure 
that their influence did not spread 
was to slaughter everyone that 

| could find. When | started, | 

was sitting at exalted with them 
through many of Stratholme and 
Scholomance, my deeds were 
sung across the plaguelands! 

It started in WPL at Chillwind. | 
landed and immediately attacked 


the small contingent there. 
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With every slain Argent Dawn, 
my rep slowly ticked down into 
oblivion. | went all the way down 
to hated with them. This went 

on for weeks, making grandiose 
statements, trying to rally players 
to my cause, and then, the patch 
notes came out for Naxx. | had 

to regrind all the way back to 
honored just to be able to buy my 
attunement into the instance, 
only completing it the day our 
guild was going into Naxx to 


take on Instructor Raz for the 
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first time. “Alright guys, I’m no 
longer kill on sight, | should be 
good to go and turn this in.” 

Other things included the 
Nine Paladin run of Stratholme 
the night before they made ita 
Five Man instance. The raiding 
paladins of our guild decided 
that we were going to give Baron 
and the other denizens of Strat 
some Holy Wrath. A two person 
gank squad that ended up witha 
guild world PVP event. A friend of 
mine had his low level character 
ganked while questing, so we 
decided to form a retribution 
squad. We started at Booty Bay, 
ganked our way all the way to 
Undercity, rode the Zeppelin, 
and then killed our way down to 
Thousand Needles. Anything with 
a Red Tag was dead! We formed 
a guild named Airport Security, 
and put ten characters at the 
lronforge Airport to “Protect” 
it from the throg thread. 

There was also the raids, my 
first introduction to Molten Core 
was running down the chain dead 
to the instance and my Paladin 
leader giving me the descriptions 
of “Alright, as a ghost, run down 
the chain, rez, and jump through 
the window at the bottom, and 


do it quick before the Horde 


decide to nuke you again, and 
hopefully you don't lag.” My 
Paladin leader whispered to me 
as | was making the long run 
back to Blackrock Mountain. 
This was my first time to Molten 
Core. | had just been accepted 
to the guild and was taken as 
the number eight paladin. 

| finally zoned into Molten 
Core, and after the loading screen 
disappeared, | was greeted by 
my fellow guildies, all in various 
stages of Tier 1 and crafted 
gear. | was impressed, until 
this point, | had only ever run 
15 man UBRS or 10 Man Strat/ 
Scholo runs but managed to 
collect the full Lightforge set. | 
was congratulated on getting the 


full Lightforge, but also saying 


something to the effect of being 
cute that | had managed to get it 
all. The main thing | remember 
from that night’s run was being 

a glorified buff and aura bott and 
throwing out the occasional heals, 
but also other tropes that would 
be a shared experience across 
many guilds and servers; “LOOT 
THE DOGS! THIS RAID WILL 

NOT MOVE FORWARD UNTIL 
SOMEONE LOOTS THE DAMN 
DOGS!”, “Damn it! Who pulled 
Mag? DI a rezzer and just F’ing 
Die!” “If you look through this 
window, you can see Rag!” These 
pieces of ephemera, when uttered 
to someone who raided, will often 
get a chuckle or a story about 
Spending hours and hours raiding, 


or maybe even a headshake. 
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It is now ten years on. | had 
no idea I'd still be playing a 
game after all this time. My wife 
and | walked into our wedding 
reception to the Burning Crusade 
theme music, we've met tons of 
great people, we tell stories about 
things that happened in the game 
like they happened in real life. 
Vanilla WoW has a place in my 
heart, which If you look critically 
at as a game, shatters that warm 
fuzzy feeling into a thousand 
pieces. The memories and stories 
that it left md with though, | think 
is why why | still run around in 
transmogged Soulforge gear and 
a Quel'serrar. To remind me of 
the good times, and good people 
this game has left me with. m 


By Ed Dubiel 
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